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Games are the sunny side of Cub Scouting. Running, 
jumping, climbing, lifting, balancing, creeping, crawl- 
ing, bending, yelling, and hiding quietly are food for the 
muscles of growing Cub Scouts. 

This book is designed to give you, as a pack leader, 
ideas on games and gadgets to go along with your Cub 
Scouting fun. Its dual purpose is to serve as a resource 
manual for leaders of the Games section of the pow wow 
training experience. 

The U. S. Department of Health, Education and Wel- 
fare, in its children’s bureau publication No. 231, Hand- 
book for Recreation, tells us that: “The wholesome use 
of leisure time must begin in the home, extend into the 
school and church, and become an accepted part of com- 
munity life. Every parent; teacher; church leader; and 
leader in community, civic, social, and youth-serving 
agencies has a part to play in providing play opportuni- 
ties for youngsters, and for adults as well. Skills and in- 
terests developed in childhood teach self-confidence, 
independence, and an ability to get along with other 
people. Children learn through play.” 

The Boy Scouts of America developed the techniques 
of learning by doing and has long known the values of 
the play ways of teaching. The play-way method of pass- 
ing achievements and electives becomes a game that not 
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only accomplishes the Cub Scouting objectives of physi- 
cal fitness and character enrichment, but develops the 
whole boy—one who is physically strong, mentally 
awake, and morally straight. 

Games teach the Cub Scout to follow the rules, to 
await his turn, to respect the rights of others, to give and 
take, to play fair. 

This book is filled with hundreds of games submitted 
by Den Mothers and Cubmasters because their Cub 
Scouts had fun playing them. Many of these games will 
be familiar to you, others are adaptations of old favor- 
ites. We wish that we could name each contributor, but 
space does not permit. 

In our search for games that would be physically safe 
for Cub Scouts, we sought out the services of Dr. Fran 
Riel, professor of Health, Physical Education, and Recre- 
ation, Middle Tennessee State College, Murfreesboro, 
Tennessee. Dr. Riel is an active Scouter in the Middle 
Tennessee Council and has participated in many of their 
pow wows. Many of the games he uses appear in this 
book. We deeply appreciate his help and that of many 
other contributors. We hope you continue to send in your 
favorite games, tricks, or puzzles so that we might share 
them through the Cus ScouT PROGRAM QUARTERLY 
with other Den Mothers and Cubmasters. 


If you are the leader of 


@ pow wow section- 


Midway—Many of the games shown and described in 
this book—especially those in the ‘‘Games to Make and 
Play’? category — can be used in the midway. 

Games—tIn preparing for the Games section of the pow 
wow, choose several of the games from each of the cate- 
gories of this book. Bear in mind that two hours of vig- 
orous activity are too long for many people, so divide 
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the time between playing and observing. Call on different 
dens to play and thus demonstrate many of the games. 
Refer to the section on ‘“‘“Games Leadership” and set 
a good example by following the principles described. 
Point out to the group that this information as well as 
the Cub Scouting philosophy of games is available in 
this book. Have copies for sale to those who want them. 


Philosophy of Games 


To a small boy a game is one of the serious things of 
life. It is a thing really worth doing, an occasion when 
every detail matters enormously. Here his energy and 
enthusiasm are concentrated in real intensity. 

Everyone knows the tendencies that assert themselves 
when adults are brought into mutual contact over the 
competitive business of life. These same tendencies be- 
gin to assert themselves when small boys come into 
mutual contact over an exciting game. To carry out a 
good game to the entire satisfaction of everybody is a 
real accomplishment. 

The purpose of play, then, is to give true character 
training, because a boy is fully alive when he is at play 
and is, therefore, receptive and tractable. Character 
formation is a matter of directing growing propensities 
in the right direction and restricting them in the wrong. 
This requires skill and perseverance. 

In the selection of games, three things must be taken 
into consideration: the physical, mental, and educational 
values of the games as they relate themselves to the Cub 
Scouting program. 

Consider first the physical aspect—the release of sur- 
plus energy within the physical ability of the group. A 
game must be satisfying to the strongest and yet not 
overtax the weakest. It should have a definite relation- 
ship to a Cub Scout's health. In fact, it should stimulate 
growth and the development of practically every muscle 
and materially assist the bodily functions. The circula- 


tory, respiratory, digestive, and nervous systems are 
stimulated by almost all active outdoor games. 

Boys of Cub Scout age are at a period when growth 
is rapid. Running and chasing games are excellent. But 
long walks or runs as well as other exercise involving 
great endurance are entirely out of place for boys of this 
age. The danger signals are breathlessness, quick and 
shallow breathing, pain in the region of the heart, spots 
before the eyes, and throbbing of the eyeballs. Boys who 
have had any recent severe illness should not take part 
in games that are too active. Games may develop skill and 
coordination, but these are secondary considerations. 
Strenuous games must not be overused. 

The second value of games to be considered is the 
mental side. Becoming a Cub Scout for the sake of join- 
ing is not enough. There must be an element of excite- 
ment, competition, or accomplishment in the things a 
boy does. With other boys, he must learn to play—and to 
play fair. He must begin to follow certain rules. At this 
age, he plays simply to satisfy his aspirations and live a 
varied life. Games begin to develop quick thinking, 
alertness, and sometimes even strategy. 

In using games as an educational device, among the 
first things learned are the technicalities or mechanics 
—spelling the names of birds, animals, or cities, for ex- 
ample. Character development is taught in play because 
games demand the cooperation of all and stimulate such 
traits as a sense of fair play and consideration for others. 


ames Leadership 


The prospect of leading games may be frightening to 
you at first; but, by following some simple principles, 
you'll find that you can make a success of it. 


PREPARING TO LEAD GAMES 


Know your games thoroughly. Plan not only what you 
are going to do, but how you are going to do it. Prepara- 
tion for a game period requires as much thought and 
planning as preparing for a period of classroom instruc- 
tion or presentation. 

Start off with your best game—one that is easy to ex- 
plain and enjoyable to play—and be sure it succeeds. In 
addition to bolstering your own confidence, success en- 
hances the morale of the players. 

Use games that all can play and vary them. Use some 
quiet games and some active ones. As often as possible, 
use games that are helpful in meeting achievements or 
special elective requirements. 

Consider the space required for the games to be 
played. Be sure you have enough room to accommodate 
the number of people involved. If boundary lines are 
necessary, take care of them in advance. And be sure you 
have all your equipment ready beforehand in order to 
move smoothly and swiftly from one game to the next. 


EXPLAINING THE GAME 


Stand where you can be seen and heard by the entire 
group. Secure the undivided attention of the players be- 
fore beginning an explanation. The Cub Scout sign works 
best for getting everyone’s attention. Don’t use a whistle 
unless it’s necessary for umpiring a game. 

Show genuine enthusiasm in both your manner and 
voice in order to motivate the group. Make your instruc- 
tions clear and brief. Speak slowly and distinctly so that 
all can understand you the first time. Be sure you under- 
stand the game yourself, and then teach it by steps and 
demonstrations rather than with a lengthy discourse. 
Have one of the dens go through the procedures so that 
everyone can see how it is played. 

Start with simple games and work toward the more 
complex ones. Don’t wear a game out—quit while every- 
one is still having fun. 

If you need assistance, choose judges or referees from 
the group. Don’t try to manage by yourself. Allow ques- 
tions for clarification, but don’t drag out a discussion 
about the game. Allow noise and shouting during the 
game, but be sure you can get the group’s attention and 
can maintain control. Instill high ideals of sportsman- 
ship and fair play and insist that the rules be observed. 


BALLOON RELAY 


Arrange the teams in parallel files. Give the first player 
in each line a toy balloon. On signal, have the first player 
bat the balloon with his hand while running to the other 
end of the room and back to the second player who te- 
peats the action. Continue until all have had a turn. The 
team finishing first wins. 


BALLOON-KICKING RELAY 


Arrange the teams in parallel files at one end of the 
room. Give the first player in each line a toy balloon. On 
signal, have the first player kick it across the room and 
back to the second player who repeats the action. The 
balloon may be touched only with feet and legs. Continue 
until all have had a turn. 


BALLOON-BUTTING RELAY 


Arrange the teams in files and place a balloon on the 
floor in front of the first player in each line. On signal, 
have the first player bat the balloon with his head across 
the room and back. Continue until all have had a turn. 


BALLOON KANGAROO JUMPING 


Have two contestants stand, side by side, each with a 
balloon between his knees. On signal, have them hop 
to the other side of the room and return to the starting 
line. The one finishing first wins. If any one breaks his 
balloon, he is eliminated. If a balloon is dropped, it must 
be replaced before further progress can be made. 


alloon Games 


BALLOON BATTLE ROYAL 


Arrange all players in a large circle, each with a bal- 
loon hanging from a string tied to his waist. On signal, 
have each player try to break all of the other balloons. 
When a balloon is broken, its owner leaves the circle, and 
the game continues until only one player is left. 


BALLOON BASKETBALL 


Use a balloon for the ball and boxes or wastepaper 
baskets for the goals. Score as in basketball, except that 
a broken balloon counts 5 points for the offending side. 


BALLOON CRAB BALL 


Establish two goal lines, 40 ft. apart. Divide the play- 
ers into two teams and have them sit on the goal lines 
facing each other with their arms extended backward 
to support their bodies from the floor. Place a balloon on 
the floor midway between the goals. 

On signal, have both teams move toward the ball, 
keeping the crab position described, and attempt to kick 
the ball over the opposing goal. They may kick it with 
one foot or drop to a sitting position and use both feet. 
Players must not stand up and run or move in any other 
position than the one described. They are not to touch 
the ball with their hands. Teams should keep some play- 
ers back to defend their goal and send others forward 
to drive the ball over their opponent’s goal. When 
the ball goes out of bounds, it is put in play by the referee 
at the point it went out. Touching the ball with the hand, 
leaving the crab position, and unnecessary roughness 
in kicking, striking, or shoving an opponent are fouls. 
The penalty is a free kick for the other side where the 
foul occurred. Have all opposing players 6 ft. away at the 
time of the free kick. Score 1 point each time a team kicks 
the ball over the goal. The first to score 10 points wins. 


BALLOON BLOWING 


Place the boys on opposite sides of a wide table and 
put a balloon in the center. On signal, have one side try 
to blow the balloon over the heads of their opponents. 
When this is done, give them a point. Game is 10 points. 


BALLOON BURSTING 


Give each Cub Scout a balloon to blow up. The first 
one to break his balloon wins. Have them try this with 
no hands. 


BALLOON CATCH GAME 


Have the boys seated in a circle, facing inward. Give 
each boy a number. Throw a balloon into the air and at 
the same time call out a number. The Cub Scout whose 
number is called must catch the balloon before it touches 
the floor. 


BALLOON DARTS 


Hang an inflated balloon in front of a backstop. See 
that the players take turns in throwing darts at it. Score 
1 point when the balloon is popped. But give no credit 
for a hit that does not break the balloon. Use a small bal- 
loon and have the throwing distance rather long. 


BALLOON HOOP BLOW 


Suspend two barrel hoops from the ceiling about 6 ft. 
from the floor. Have each team around one of the hoops. 
On signal, have the teams toss a balloon in the air and 
try to blow it through their hoop. If a balloon falls to 
the floor, it may be picked up and tossed overhead but 
otherwise must not be touched. The first team to put its 
balloon through the hoop three times wins the game. 


KNOCK-KNEED RELAY 


Line up teams in single file. Give the first person an 
inflated balloon to place between his knees. Have him 
race to the end of the line without dropping it. He hands 
it to the last person in line who then runs to the front 
of the line. The team finishing first wins. 


BALLOON PUSH BALL 


Divide the group into two teams and station them at 
opposite ends of the room. Toss up a balloon in the 
center of the room and have the teams rush for it. Each 
tries to bat it to the other team’s wall. The first team to 
hit the balloon against the opposite wall wins. In case 
the balloon is broken, throw another one in without 
allowing the play to lag. 


BALLOON-SWEEPING RELAY 


Arrange the teams in parallel files. Place a balloon 
and a broom on the floor in front of each team. On sig- 
nal, have the first player of each team sweep the balloon 
to the turning line and back, giving the broom to the 
second player who repeats this action. The team finish- 
ing first wins. 


BACK TO BALLOON BURSTING 


Pick teams of two parents or Cub Scouts from each 
den. Have the pairs stand in a line, back to back, with a 
balloon held between their backs. On signal, they should 
press together and try to burst the balloon. If the bal- 
loon falls before breaking, they drop out. The first team 
to pop its balloon wins. 


BALLOON FLOAT 


Play with two teams and have each player equipped 
with a newspaper folded into a fan. Toss a small balloon 
between them and have each team try to fan it to the 
other side without letting it touch the gtound on their 
side. A game is 10 points. Hands may not be used to 
move the balloon. 
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BALLOON SEARCH 


While two players are out of the room, hide a balloon, 
When they come back, everyone should clap loudly as 
they come close to the balloon and softly as they move 
away from it. Repeat the game until all have a chance 
to find the balloon. 


BALLOON RACE 


Give each player a piece of cardboard to use as a fan. 
On signal, have them fan their balloons toward a box 
or barrel and try to land them inside. The first player to 
get his balloon in the goal wins. (No hands—just fans! ) 

| 
BALLOON STEEPLECHASE 


Inflated balloons, a few obstacles, and you have the 
makings of a new kind of race Cub Scouts will love. Any 
back yard or family picnic site will do. The ground rules 
are simple. Lay out a course—the more obstacles the 
better—over and through fences, around trees, up and 
down steps. Give each player a balloon. On signal, have 
the players move to the first obstacle and follow the 
course. The balloons must not be gripped but must be 
bounced in the air at all times. If a balloon touches the 
ground, the player must repeat the previous obstacle. If 
a balloon breaks, the player gets a new one and continues 
from that point. And what’s proag with parents joining 
the fun? 


BALLOONY 


Have each boy blow up a balloon and tie it to his belt 
in the back. Then give each a rolled-newspaper swatter, 
stand back from the firing line, and turn them loose. The 
last boy with a balloon wins a prize—perhaps a cool glass 
of lemonade that’s been poured into a balloon. 


BALLOON VOLLEYBALL 


Stretch a string across the room and divide the players 
into two groups, placing them on either side of the 
string. Throw a balloon into play. Have each side try to 
keep the ball from touching the floor on their side. They 
knock it back and forth over the string with their hands. 
Game is 10 points. 


Variation: Tell the boys not to use their hands—just 
their heads. 


BALLOON A LA ZORO 

Tie a balloon to the right ankle of each contestant and 
have him tty to break his opponents’ balloons with a 
yardstick while protecting his own. 


BUZZ-BOMB BALLOON 


Have everyone inflate a balloon and release it in the 
direction of a target on the floor. Score 1 point for the 
closest balloon and 15 points for a direct hit. 


CATCH THE BALLOON 


Arrange the players in a circle on the floor and have 
them number off. Put the highest number in the center 
to act as “it.” He should hold a balloon and suddenly 
drop it as he calls a number. The holder of that number 
then should try to catch the balloon before it touches 
the floor. If he succeeds, ‘“‘it’’ tries another number. If 
he fails, he becomes “‘it.”’ 


BALLOON RING TOSS 


Make novel stakes for a ring-toss game by using 
elongated balloons inflated to a diameter of about 4 in. 
and closed with short lengths of string. Then place them 
over collars cut from cardboard mailing tubes. Pass the 
strings through holes drilled 6 in. apart in a piece of 
wood. Then staple the ends of the strings to the edge 
of the board after pulling the balloons to a vertical posi- 
tion. Use embroidery hoops about 6 in. in diameter as 
rings for the game. 


FILLING SANTA’'S PACK 


Line up boys in two teams on opposite ends of the 
room, facing the center. Give the teams different-colored 
balloons. In the center of the room, have a barrel deco- 
rated with crepe paper. Make sure that it is too small 
for all the balloons. On signal, have all the boys with 
one hand behind them try to tap their balloons into the 
barrel. When the barrel is full, stop the game. The side 
with the most balloons in the barrel wins. 


GRAB-IT 


Divide the group into two teams. Call one the “de- 
stroyers’’ and the other the “defenders.” Toss a balloon 
between them. The destroyers try to break the balloon by 
grabbing it, clapping their hands on it, or stepping on 
it; while the defenders try to protect it by batting it out 
of reach. Keep the time required by the destroyers to 
break the balloon. When the balloon is broken, the de- 
fenders become the destroyers. 

Give each team three turns at destroying the balloon. 
Add the times of each team. The team with the smallest 
total wins. 


BALL OVER 


Draw a line to divide the area and have two teams take 
positions on either side. Players must not cross the line. 
Blindfold one Cub Scout and provide him with a whistle. 
When the whistle sounds, put the ball in play. The ob- 
ject of the game is to keep the ball in the opposing team’s 
territory. One point is counted against the side that has 
the ball whenever the whistle is blown. The lowest score 
wins. For variation have four or five players touch the 
ball before it can be returned to the other side. Or create 
a “no-man’s-land” along the dividing line. Teams, in 
getting the ball over, must bounce it in “‘no-man’s-land.”’ 


A BLINDMAN'S BUFF 


“It” is blindfolded and stands in the center of a seated 
circle while the players change seats. “‘It’’ now sits on a 
player's lap. No words are spoken. He must guess whose 
lap he is sitting on. If he’s correct, the two change places. 


BLINDMAN'S FARM 


Mark off an area for a barnyard. No player may leave 
the barnyard. One boy is the “farmer,” the others are 
“animals.’’ Blindfold the farmer and turn him around 
three times. While he counts to ten, the animals scatter 
within the barnyard. The farmer feels his way around 
until he finds a player. The one caught makes a noise 
like an animal. The farmer tries to guess his name. If 
he guesses correctly, the player becomes the farmer. If the 
farmer cannot guess correctly, after trying three times, 
another player becomes the farmer. 


BLOW! BLOW! BLOW! 


Form two teams—the ‘‘ghosts’” and the ‘‘witches.” 
Take a grinning jack-o’-lantern with a glowing candle 
and place it in the center of a table. Lead each ghost 
and witch to the jack-o’-lantern, one at a time. Blindfold 
him and turn him around three times, and tell him to 
blow out the candle. He may blow three times; and, if 
the candles goes out, he wins a point for his team. 


THE GUESSING BLINDMAN 


Arrange players in a circle. Blindfold one player and 
turn him around three times. During this procedure, 
have all players change seats. The blindman should walk 
forward and touch someone in the circle with a wand, 
speaking the words ‘‘can you guess?”’ The player touched 
must repeat the question three times, trying to disguise 
his voice. If the blindman succeeds in identifying the 
person, that person becomes the blindman. Otherwise, 
the blindman should continue until he is successful. 


BLIND BELL 


In this game there is one “runner” and all other play- 
ers are ‘‘chasers.”” All chasers are blindfolded, but the 
runner is not. He has a bell that he carries in his hand 
or on a string around his neck that he must keep ringing 
continuously. The chasers all try to tag the runner. The 
one who does trades places with him. 


BLIND LINE TAG 


The “‘chaser’’ is blindfolded, the “‘runners’’ are not. 
The runners hold hands in one long line. The chaser 
pursues the linked runners, and anyone tagged by him 
trades places with him. If the line breaks, the one tre- 
sponsible is considered tagged. 


BLIND PARTNER TAG 


The “chaser’’ is blindfolded and may run; the “run- 
ners’ are not blindfolded and must hop. The chaser has 
a helper who is not blindfolded; the helper may not tag 
the runners or interfere with them, but he should give 
oral directions to the chaser. A runner who is tagged 
becomes the helper, the former helper becomes the 
chaser, and the previous chaser joins the runners, 


Variation: The chaser carries a swatter and tags a runner 
by hitting him with it. 


BLIND TAG | 


Blindfold a player who is to be “‘it.”” He must keep one 
hand on a table at all-times while trying to tag someone. 
When another player is tagged, “it” tries to guess who 
he is. If he guesses, the tagged player becomes “‘it.”” 


BLIND TEN STEPS 


The chaser is blindfolded and, each time, turns around 
three times before calling “stop.” The runners fiee in 
any direction but stand motionless at the “‘stop’” com- 
mand. The chaser then takes ten steps, long or short, in 
any direction, in an attempt to tag one of the runners. If 
he succeeds, he trades places with the one tagged; if 
he fails, he is the chaser for another try. 
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COCK STRIDE 


The game is played with Cub Scout caps. One player 
is the ‘‘cock’’; he is blindfolded and stands in a stride 
position with his feet wide apart. The other players 
stand, in turn, at a point 5 to 10 ft. behind him and 
throw their caps forward as far as possible through his 
legs. After the caps are thrown, each Cub Scout moves 
forward and stands beside his own cap. The cock then 
crawls on all fours, still blindfolded, until he reaches a 
cap. The Cub Scout whose cap is touched then becomes 
an object of chase by the others who are at liberty to tag 
him. When he is captured, he then becomes cock for the 
next round of the game. 


DONKEY'S TAIL 


Make an outline drawing of a donkey minus his tail. 
The figure should be about 3 ft. long and placed on a 
cotton. sheet or large piece of paper. Fasten against a 
wall at about shoulder height. Provide each Cub Scout 
with a paper tail and a pin with which to pin it on the 
donkey while blindfolded. He starts from at least 10 ft. 
away from the donkey. The Cub Scout who puts the tail 
nearest to where it belongs is declared the winner. 


GOOD MORNING, MR. JONES 


Have the Cub Scouts move around in a circle in the 
center of which ‘Mr. Brown’’ stands blindfolded. When 
Mr. Brown raps on the floor with his stick, all players 
stand still. He then points his stick in any direction say- 
ing, “Good morning, Mr. Jones.” The one nearest the 
line of the pointer replies in his natural voice, “Good 
morning, Mr. Brown.” If. Mr. Brown identifies Mr. 
Jones, they change places; if not, the players move 
around as before. If Mr. Brown fails three times, nomi- 
nate a new Mr. Brown. 


HIT THE WHISTLER 


Take a 25-ft. rope and secure the center to the floor 
or ground. Blindfold two boys and give one a whistle 
and the other a pillow. Have each take hold of an end 
of the rope. One boy blows the whistle while the other 
tries to hit him with the pillow. 


POOR PUSSY 


Arrange the groups in a circle with a blindfolded 
player in the center. Then have the players move around 
the circle very quietly. The blindfolded player should 
approach the circle in any direction and secure a victim 
who, in a disguised voice says ‘‘poor pussy’’ and then 
imitates the “‘meow’’ of a cat. If the blindfolded player 
fails to identify his prisoner, he releases him and the 
game continues. If he succeeds, the two change places. 


PUPPET RACE 


Arrange teams by dens for a relay race. Each team will 
need a 4-ft. stick with two pieces of string about 2 ft. 
long tied to one end of the stick. Arrange an obstacle 
course of three or four chairs in front of each team. 
Blindfold everyone and, on signal, have a leader in each 
line hold one end of the stick while a blindfolded per- 
son holds one of the strings to each ear and is guided 
through the obstacle course and back to his line. He then 
becomes the ‘‘puppeteer”’ to guide the next person. The 
first team to go through the course wins the race. 


HUNTER AND BEAR 


Blindfold two players—a “hunter” and a “bear.” 
Seat them at the opposite ends of a table, placing hands 
on it. On signal, have the hunter move at will around 
the table while the bear evades him. Explain that neither 
may leave the table. When the bear is tagged, have him 
become the hunter and appoint a new bear. 


TRIBE OF THE BLIND 


Blindfold the Cub Scouts and stand them in a circle 
with their arms outstretched so that they can just touch 
each other’s fingers. In the middle have two “‘prisoners’’ 
who are not blindfolded but are chained together by a 
neckerchief around their right legs. The two prisoners 
try to escape without being tagged by the blindfolded 
Cub Scouts. The latter may not bend their knees and can 
only try to tag when they hear something approaching. 


WHACK 


Give each player a loosely rolled newspaper. Blind- 
fold and place them around the room. On the command 
‘“\whack!”” have the players try to swat everyone else. 
Each player is eliminated as he is hit. The person remain- 
ing is the winner. 


SWAT THE BEAR 


Select one player to be the “bear” and blindfold him. 
Have the remaining players stand in a compact circle 
around him, shoulders touching and hands behind their 
backs. Give one of the players a rolled-newspaper swat- 
ter. See that the swatter is passed around the circle behind 
the players. On every opportunity the players are to swat 
the bear and quickly pass on the swatter. When the bear 
catches a player with it, he exchanges places with him. 


SWAT THE MOSQUITO 


Blindfold a Cub Scout, give him a rolled newspaper, 
and seat him in the center of the room on a stool or box. 
The “mosquitoes” tiptoe up to him and buzz in his ear, 
quickly withdrawing as he strikes at them. Anyone hit 
becomes the swatter. Instruct the swatter that he is per- 
mitted to swing only when he hears a buzz and tell the 
players to buzz only when very near to the swatter. 


WALK THE PLANK 


Lay a long board flat on the ground (a 2x4 is best). 
One by one, blindfold each pirate and have him try to 
walk the length of it. If he steps off at any point, he has 
fallen into shark-infested waters and is out. If the boys 
find this too easy, turn the board on edge. For variation, 
use two or more boards, side by side, and form teams for 
a relay race. 


PAPER TAG 


Give all players a number and select one to be “it. 
Blindfold him. Have the players stand in a circle with 
‘it’ in the center. Explain that when he calls any two 
numbers, these players exchange places while he tries 
to hit one of them with a newspaper. The player who 
is hit becomes “‘it’’ for the next game. 


” 


RATTLESNAKE TAG 


Arrange Cub Scouts in a circle about 20 ft. in diameter. 
Blindfold two contestants; give one a rolled newspaper 
and the other a tin can containing some pebbles. Stand 
the two players on opposite sides of the circle. Explain 
that when the first says ‘‘rattle’’ the other is to shake his 
tin can and then try to avoid the swatter. The first player 
continues to command the other to rattle until he suc- 
ceeds in swatting him squarely. Then the two change 
places. The one “killing the rattler’? in the shortest 
length of time is the winner. 


WHISTLE, WHISTLE 


Blindfold one player and stand him in the center of 
a circle. Have one in the circle sneak up on him and toot 
a whistle. The blindfolded player should lunge toward 
the sound in an attempt to grab the whistler. The blind- 
folded player clutches the air and grabs innocent mem- 
bers of the circle until he catches his opponent. He then 
runs his hands over him and tries to identify him. If he 
guesses wrong, he stays in the circle; if right, he selects 
another Cub Scout to put on the blindfold. 


Circle Games 


ABOVE AND BELOW uf 


Arrange the players in a circle, Call out the names of 
things that are found above the ground or below. For 
example: Strawberries grow above the ground and po- 
tatoes grow below. When you call something that sig- 
nifies above, the players stand; if below, they sit down. 
Failure to do this eliminates the players who miss. The 
list of things to be named should be carefully worked 
out in advance to keep the game going smoothly. 


ANIMAL CALL 


Form a circle with “it” in the center. Have him walk 
around and quickly stop before a player and name an 
animal. The player and those on his right and left should 
then identify the animal by actions. The last one to per- 
form the correct action for the animal named becomes 
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it,”” and the game continues. 
Use the following animals and actions: 


Goat—‘It” makes a goatee by placing the back of his 
hand on his chin and extending his fingers forward. 
The right and left players then place their hands on 
their heads and extend their index fingers upward to 
represent horns. 


Ele phant—The center player makes a trunk by lean- 
ing forward and placing the palms of his hands to- 
gether while extending his arms downward. The right 
and left players must then place their hands on their 
heads with fingers extended to represent ears. 


Kangaroo—tThe center player makes a pouch by lean- 
ing forward and interlacing his fingers with his arms 
extended. The right and left players must then hop 
up and down in place. 


Seal—The center player barks like a seal. The right 
and left players must then squat and extend their arms 
toward the floor with their palms downward to repre- 
sent flippers. 

Cow—The center player moos like a cow. The right 
and left players must then squat and use their arms 
and hands in a milking action. 


ANIMAL TRAINER 


Stand in the center of the circle and specify a stunt 
or movement of some sort to be performed by everyone. 
For example, you might say, ‘Bark like a dog; Walk like 
an elephant; Hop like a kangaroo; Walk single file, In- 
dian style; . . .”” Have the circle reverse direction as the 
stunts are performed. 


AUTO RACE 


Have the Cub Scouts in a circle with the den chief in 
the center. Have him give each Cub Scout the name of 
an automobile, being sure to use the same name more 
than once so that several Cub Scouts will have the same 
car. The den chief should then call a name of an auto, 
and the first Cub Scout to touch him and return to his 
place wins the race. The den chief should then call an- 
other auto as the game continues. 


BAD EGG 


Have the Cub Scouts gather in a circle and give each 
the name of an animal or insect. Then throw a rubber 
ball high into the air and at the same time call one of the 
names. The boy with that name must catch the ball while 
everyone runs from the circle. When the Cub Scout who 
was called catches the ball or picks it up he yells “stop,” 
and everyone must stop. He may now take three steps 
toward any one and try to hit him with the ball. The 
target may dodge by moving his body but he may not 
move his feet. If he is hit, he is a “bad egg,” and it be- 
comes his turn to throw the ball up. But if he misses, 
form the circle again and call another name. 


DEADLY CIRCLE 


Tie the ends of a long rope together in order to make 
a large circle. Mark off another circle about one-third 
the size of the rope circle. Have all players take hold of 
the rope with both hands, forming a ring around the 
marked circle. On signal, all try to pull as many of the 
other players as possible into the circle while keeping 
out of it themselves. As soon as a player steps into the 
middle circle, he is out of the game. The game continues 
until only one player remains. 


THE BEATER GOES ROUND 


Have the players stand in a circle, shoulder to shoulder, 
with their hands behind them. A player carrying a 
knotted towel or short piece of rope runs around the 
outside of the circle and hands the object to someone. 
This player then chases the one to his immediate right 
around the circle hitting him with the beater until he 
returns to his former place. 


BEAVER 


Have the Cub Scouts sit on the floor in a circle. A Cub 
Scout begins a story and, while the story is being told, 
any Cub Scout may yell “beaver” and then carry on with 
the same story. If he finishes the story, he scores a point. 
If he goes wrong, anyone, including the original player, 
may yell ‘“‘wrong”’ and finish the story to win the point. 
If a Cub Scout starts out and finishes a story without 
being challenged, he scores 2 points. Another Cub Scout 
then begins a new story to continue the game. 


BEE BATTLE 


Draw a circle about 10 ft. in diameter. Have four to 
eight players with their arms folded gather inside. Fas- 
ten a cone-shaped paper drinking cup to the seat of each 
player. On signal, each player should try to crush his 
opponents’ “‘stingers’’ (cups) by bumping them with his 
hip while protecting his own stinger. Players drop out as 
they lose their stingers. 


BROTHERS 


Divide the Cub Scouts into groups. Group A forms 
the inner circle facing outward and group B the outer 
circle facing inward. Have the players facing each other 
hold hands to pair off the “brothers.” They drop hands 
and on signal, the circles march in opposite directions. 
When you shout “brothers!’’ the pairs find each other, 
hold hands, and kneel down. The last pair to kneel drops 
out of the game. Continue until two brothers are left. 
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CAT AND MOUSE 


Have the boys form a circle and select one player to 
be the “mouse” and take his place inside the circle. Select 
another player to be the “‘cat’’ and take his place out- 
side the circle. The object of the game is for the cat to 
catch the mouse. The boys forming the circle can assist 
the mouse by letting it out or in the circle at any time, 
but the progress of the cat should be hindered. The intro- 
duction of another cat makes it more interesting. When 
a mouse is caught, he becomes the cat and then chooses 
another mouse from the circle. 


CATCH THE BROOM HANDLE f 


Have the players stand in a circle with the player who 
is “‘it’’ in the center. Give everyone, including “‘it,” a 
number. The Cub Scout who is “‘it’’ holds a broom han- 
dle in an upright position with one end on the floor. 
Then he calls a number and lets go of the broom handle. 
The player whose number is called tries to catch the 
broom handle before it drops to the floor. If he fails to 
catch it, he is “it,” and the game is repeated. If he 
catches it, he returns to his place in the circle, and the 
first Cub Scout is “‘it’’ again. 


Variation: Divide the circle into teams with a member 
of each team having the same number. The one who 
catches the broom handle first wins a point for his team. 


CAVEMEN VS. DINOSAURS 


Form two equal groups and with string or chalk make 
a circle large enough to hold one group. They are the 
“cavemen.” The other group forms outside of the circle. 
They are the ‘“‘dinosaurs.”’ The dinosaurs try to pull the 
cavemen from their cave. The cavemen in turn try to 
pull dinosaurs into the cave. Any boy who is pulled or 
accidentally steps into the territory of the other side is 
out of the game. The side with the most members at the 


end of 5 minutes wins the game. es 


Variation: Make a circle barely large enough to hold 
both the cavemen and dinosaurs. On signal, each team 
tries to make the members of the other team step outside 
circle. When any one does, he’s out of the game. The 
last one in the circle wins for his team. 


CIRCLE STRIDE BALL J 


Have the players in a circle with their feet spread and 
touching the foot of the player on either side. The Cub 
Scout who is “it” stands in the center with a volleyball. 
He tries to roll it out of the circle between the feet of any 
of the players. If he is successful, the person who al- 


lowed the ball to go through becomes * 


it.” The players 
must use only their hands to stop the ball. 


CIRCLE TREAT 


Arrange the Cub Scouts in a circle, facing inward. 
Then start a plate of candy around the circle. At fre- 
quent intervals call “stop!” The boy holding the plate 
should tty to answer a question about Cub Scouting. If 
he gives the right answer, give him a piece of candy. 
Then continue the plate around the circle. 


COVER THE CHAIR 


Have the players seated in a citcle and select one to be 
“it.” He stands in the circle leaving his chair empty. 
When he commands, “Shift to the right!” the person 
who has the empty chair on his right shifts to it, the next 
person shifts to the chair just vacated, and so on around 
the circle. “‘It’’ tries to get a seat. If he succeeds, the per- 
son who should have shifted to that seat becomes “‘it.” 
“Tt may suddenly call “shift to the left,” and in the 
confusion he stands a good chance of finding a place. 


CROWN THE KING 


Have one player, the “king,” sit on a stool in the cen- 
ter of a 15-ft. circle on the ground or floor. Designate 
another player as the “guard” and have him stay inside 
the circle to protect the king. The others are outside of 
the circle. They try to crown the king by hitting him be- 
low the waist with a basketball or volleyball. When a 
player crowns the king, he becomes the guard and the 
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former guard becomes the king. The former king joins 
the group outside the circle and the game continues. 


BEAR IN THE PIT 


The player inside the ring is the “‘bear.’’ While the 
others hold hands tightly, the bear tries to get through 
the ring by force or by dodging under their arms. He 
may not use his hands to break the grip of the players in 
the ring. When he does break through, the others try to 
catch him. The first one to tag him is the next bear. 


DODGE BALL 


Divide the players into two groups. Have one side 
form a circle and the other scatter inside it. The circle 
players throw a volleyball at the players inside who try 
to avoid being hit without leaving the circle. Those hit 
withdraw from the circle. The last player in the circle 
is the winner. When all have been eliminated, have the 
sides change places. 


ENGONYAMA 


Seat the Cub Scouts on the floor in a circle with “it” 
standing in the center. “It”? holds a ball or a knotted 
handkerchief and throws it at any player in the circle. 
He must also say ‘‘engonyama’”’ three times before the 
bewildered player in the circle can say it once. If he suc- 
ceeds, the two change places; if he fails, he throws to 
some other player. 


FILL THE GAP \/ 


Have the players stand close together in a circle, fac- 
ing the center. ‘It’? must run around outside the circle 
and tag any player. Both then race around outside the 
circle in opposite directions. The winner is the first one 
to fill the gap left by the player who was tagged. Should 
‘st’’ lose the race, he continues to be “‘it’’ until he beats 
a player to the vacant place in the circle. The runners 
must be warned not to collide. The player tagged 
must be sure to run in the opposite direction from “it.” 
Otherwise, he immediately becomes “‘it.”” 


FIND THE LEADER 


Have the Cub Scouts seated in a circle. Select one to 
act as ‘“‘it’’ and have him leave the room. The Cub Scouts 
choose a leader. “‘It’”’ is then called into the center of the 
circle and the leader slyly starts some motion such as 
waving his hand, making faces, or kicking his foot. All 
immediately imitate the leader. “It” keeps watchful eyes 
on everyone in an effort to find out who is starting the 
motions. When he succeeds, the leader becomes “‘it.”” 


FISH AND NET 


Have three to five players join hands to catch “fish” 
by surrounding individual players. Those who are caught 
become a part of the “net.” The last five fish caught make 
up the net for the new game. 


GRAB BAG 


Fill a laundry bag with packages containing all kinds 
of old clothing (old hats, shirts, jacket, ladies’ hose, old 
shoes, vests, suspenders, belts, etc.) . Place the Cub Scouts 
in a circle and give the bag to one of them. On signal, 
he passes it to the Cub Scout on his left, and he to the 
next, and so on around the circle. As the bag is being 
passed around, the den chief blows a whistle. Whoever 
has the bag in his hand when the whistle sounds must 
reach inside, take out a package, open it, and put the 
article on. 


HATS AWAY 


Have the players form a standing circle. Give each a 
hat to place on his head (the funnier the hat, the better). 
Tell the players to place their right hands behind them. 
On the command “‘ready, change!” each player grabs the 
hat from the one at his right (with his left hand, mind 
you) and places it on his own head. Repeat the command 
and just when the group gets fairly good at it, change 
hands, or have them take the hat from the player at the 
left or put the hat from their own head on the neighbor- 
ing player's head. 
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GOSSIP 


As proof of how news is distorted as it travels from 
mouth to mouth, try the gossip contest. Arrange the play- 
ers in a circle and whisper a brief news item to someone 
who whispers it to the second, and so on around the cir- 
cle. No restatement is permitted—each person whispers 
it but once to his neighbor. Have the last player give the 
news as he heard it. 


THE GRAND MOGUL 


Have the Cub Scouts seated on the floor in a circle 
with the “Grand Mogul” seated on his throne (a chair). 
He is most fastidious and takes sudden and unaccount- 
able dislike to things that contain a certain letter. The 
game commences by having him say something like the 
following: ‘The Grand Mogul does not like E’s, what 
shall we give him for breakfast?’ The Cub Scout on his 
left immediately names something to eat that does not 
contain the forbidden letter. Once something has been 
said it cannot be repeated. When a player hesitates or 
names something that has already been named, he goes 
to the Grand Mogul and is rewarded with a burnt cork 
mark on his nose (or some other indignity according to 
the ingenuity of the Grand Mogul) and returns to his 
place. The letter to be avoided should be changed fre- 
quently or the category changed to articles of clothing 
or the names of places, etc. 


GUESS WHO 


Have “‘it’’ stand in the center of a circle while the 
players pass a coin, key, pocketbook, etc., behind them. 
“It’’ must catch a player with the object in his possession 
in order to exchange places. 


HA, HA, HA 


Arrange the players in a circle. Have the first say ‘“‘ha,” 
the second in turn, ‘‘ha, ha,” the third, ‘tha, ha, ha,” and 
so on around the circle. The ha’s must be said without 
laughing. Those laughing while uttering their ha, ha’s 
are eliminated. The one staying in the longest wins. 


IN THE POND 


Arrange the players in a circle around you just outside 
a chalk line. If you order “in the pond!”’ all are to jump 
up. When you call “‘on the bank!” all should jump back. 
If the order ‘‘in the pond!”’ is given when all are in, no 
one should move. Such orders as “‘on the pond!” or “in 
the bank!” should be ignored. Anyone making a mis- 


take is out of the game. The remaining player wins. 


HOPTOAD 


Form a circle with the players standing about 3 ft. 
apart. On signal, they should place their hands on their 
hips and stoop down until they are almost sitting on their 
heels. Then they should start hopping around the circle 
clockwise, clapping their hands first in front of them 
and then behind them. The players must continue to 
stoop while they hop. Anyone who tips over must leave 
the circle. The last one to continue hopping without fall- 
ing over is the winner. 


HOT POTATO 


Form a circle, choose someone to be “‘it,”’ and give one 
of the players an object. When “‘it” calls “Pass the po- 
tato,” the player with the object starts passing it around 
the circle. After a short period, “‘it’’ calls “hot potato!”’ 
Whoever has the object at that moment becomes “it.” 


INDIAN CLUB GUARD 


Arrange the players in a 20-ft. circle. Place an Indian 
club in the center and draw a 3-ft. circle around it. The 
one who is “‘it’’ guards the club but must not step inside 
the circle. The players in the circle have a basketball 
which they throw at the club. Anyone knocking down 
the club or causing “‘it’’ to knock it down becomes “it.” 
If “it” can get the ball, he may throw it beyond the circle 
and give himself a rest. The player who remains “it” the 


longest period of time wins. 
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JACK SPRAT 


Have all the players except “Jack Sprat’’ form pairs 
and stand in a circle. When Jack Sprat says, ‘face to 
face,’ the partners face each other. When he says “‘back 
to back,” or ‘‘side to side,’’ his directions must be fol- 
lowed. If he says ‘Jack Sprat,”’ everyone, including him- 
self, tries for a new partner. The one left out becomes 
Jack Sprat, and the game continues. 


JUMPING CIRCLE 


Arrange the players in a circle, 5 to 8 ft. apart and 
give one a rope about 15 ft. long, weighted at one end. 
He stands in the center and swings the rope around the 
circle keeping it about a foot from the ground. As the 
object swings around, the players step in and jump over 
it each time it passes them. Those who are hit are out 
of the game. The last one standing wins the game. 


KEEP AWAY POKE 


Have the den form a circle with a boy in the center. 
The boys toss a gold “poke” (a small cloth bag filled 
with sand) back and forth among them, trying always to 
keep the boy in the center from intercepting it. If he 
does, the one who threw it last takes his place. 


LAME GOOSE 


Mark off a base in the center of the area—a 5-ft. circle 
will do. The ‘‘goose’’ is handicapped to the extent that 
he must hop on one foot in chasing anyone except that 
he is allowed three running steps before starting to hop. 
The players are permitted, without penalty of being 
tagged, to “slap the goose’’ if he doesn’t follow this pro- 
cedure. Everyone slaps any player tagged by the goose. 
The small circle is a safety zone for both the players 
and the goose. 


MY LITTLE BEAR 


Stand the players about 2 ft. apart in a large circle, 
facing inward and holding hands. Choose one to walk 
around just outside the circle and repeat, over and over, 
“T have a little bear, but he won’t chase you, he won't 
chase you.”’ Suddenly, he should change the ending by 
saying “but he w7/] chase you.” Then he should swiftly 
lay a scarf or handkerchief on the shoulder of the player 
whom he decided to tag. The one tagged must chase him 
in and out under the arms of the players in the circle 
and try to tag him. When he does, he becomes the one 
with the ‘‘little bear.” 


NAME AND TELL 


Form a circle and have the first boy name an object 
beginning with the letter A and tell one thing about it. 
The next boy should name a B object and tell something 
about it. And so on, around the circle and through the 
alphabet. Examples: A is for air, we breathe it. B is for 
birds, they fly. C is for clouds, they carry rain. 


SPIN THE PLATE 


Have everyone sit in a circle, each with a number. 
The one selected to be “‘it’’ spins a metal plate in the cen- 
ter and, as he starts to twirl it, calls the number of a 
player who must catch it before it falls flat on the floor. 
If the player succeeds, ‘“‘it’’ continues to spin until some- 
one does miss and becomes the new “‘it.”” Any one who 
fails to catch the plate pays a forfeit by performing a 
silly act. 


PASS-CHANGE-HIT 


Arrange the players in a circle, have them number 
off, and select a player to be “‘it.” He stands in the center 
of the circle with a ball or rolled newspaper. When he 
calls out two to five numbers, these players should ex- 
change places in the circle. After calling one to three 
numbers, “‘it’’ passes the ball to any member of the circle 
who in turn passes-it back to “‘it’’ who then tries to hit 
one of the players exchanging places. 
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PASS THE BAG 


Form a circle with an even number of players. Every 
other person is on the same team. Give one beanbag to 
a player on one side of the circle and a second beanbag 
to a player on the other team on the opposite side of the 
circle. On signal, the bags should be passed from one 
team member to the next in the same direction around 
the circle. The first team to have its bag overtake the 
other wins the game. (This is a good pack game. Use 
parents on one team and Cub Scouts on the other. ) 


PLEASED OR DISPLEASED 


Have “it” walk around the circle and stop before a 
player and ask ‘‘Are you pleased or displeased?”’ If the 
player answers “pleased,” “‘it’’ moves on. But if the 
player answers “‘displeased,” “‘it’’ then asks ‘‘What will 
please you?” The player responds “to see Johnny Green 
do a push-up.” Johnny Green does the push-up and then 
becomes “‘t,’’ and the game continues. A person who is 
displeased names any stunt he would like to see some one 
perform. 


SORRY YOU MISSED 


Have the boys stand in a small circle while each in 
turn tries to toss a beanbag into a small container in the 
center. If he misses, he must drop out. Each time around 
the boys move back a step. 


SPACE FLIGHT 


Form teams in separate circles, each facing the center. 
Give the captain of each team an object representing a 
satellite. On signal, the holder of each satellite starts 
passing it around his circle (the earth). Each Cub Scout 
passes it to the next until the captain holds it again. He 
shouts ‘‘one!”’ and sends it around again. The first team 
to complete ten trips around the earth wins the game. 


DISCOVERING AMERICA 


Place the Cub Scouts in a circle with a leader in the 
center. He should point to one of the players and ask a 
question about America—its history or cities or rivers 
—such as “Who discovered America?” And he begins 
counting to ten while looking at the boy to whom he 
points. But that boy is not the one who should answer. 
Rather, the third boy to his left should answer the ques- 
tion. If the right boy answers correctly, he takes over as 
leader. If he doesn’t answer-in time or if the wrong boy 
answers, cither is out of the game. ~—— 


SPOKE 


This is a good game for large numbers. Arrange the 
players in lines of equal number—as spokes in a wheel— 
all facing toward a common center. Run around the out- 
side of the wheel and tag the last player on any spoke. 
(The object of the game is not to be the last one in the 
spoke.) The last player tags the one ahead of him and 
each player in turn tags the one in front of him until the 
first player is tagged. At this point all the players in this 
spoke run around the circle and re-form the spoke. The 
last one on the spoke changes places with you and be- 
comes “‘it 
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SLIPPER SLAP 


Have someone take his place in the center of a compact 
circle, formed by the other players, standing shoulder to 
shoulder with their hands behind them. Place a soft 
slipper in the hands of one of them who then either 
slyly passes it on or swats the center man, if his back 
is turned. When hit, the center man turns and tries to 
point out, not the player who hit him, but the one who is 
then holding the slipper. The player who did the strik- 
ing should have immediately passed the slipper. When 
the center man points out a person who is either holding, 
touching, or passing the slipper, the two change places. 


STAGECOACH UPSET 


The players sit in a circle. One player, chosen “it,” 
stands in the center. The Den Mother assigns each 
player the name of some item or person associated with 
an imaginary trip in a stagecoach. “‘It’’ tells the thrilling 
story of a stagecoach trip. As he mentions any of the speci- 
fied words, the player assigned that word stands, turns 
completely around, and sits down, “‘It’’ may mention any 
word as often as he chooses. At any time he may say 
“The stagecoach upset.’ With this tragic news, every- 
one jumps to his feet and dashes for another place in the 
circle. “‘It’’ also seeks a place. The last player to find a 
seat is ‘‘it.”” 

Words that might be used: horses, harness, bit, 
tongue, whip, driver, seat, wheel, spoke, axle, nut, lan- 
tern, door, road, blanket, rifle, cane. 


Nore: The Den Mother can tell the story for “it,” 
and when the stagecoach is upset, he tries to find a place 
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along with the others. The one left out becomes “it. 


SQUIRREL GAME 


Have all except two players form circles of three or 
four each. Each circle counts off and the No. 1’s go into 
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the circles and become “‘squirrels.”” The others then form 
“hollow trees’’ by holding hands. The two other players 
are the “‘fox’’ and the “homeless squirrel.” The fox 
tries to catch him or any other squirrel, and, when the 
chase becomes too hot, the homeless squirrel takes refuge 
in any tree, thereby forcing the squirrel inside to leave. 
The fox now tries to catch this one. If caught, the squir- 
rel becomes a fox, and the chase continues. After a few 
minutes, have the No. 2’s in each circle become squirrels. 


SQUIRREL IN THE TREES 


Form small circles of three or four Cub Scouts. They 
hold hands to form “trees with hollow trunks.’” A Cub 
Scout representing a squirrel stands in each tree. (Have 
one more squirrel than there are trees.) On signal, the 
squirrels must change trees. The one left out becomes 
“it” for the next game, 


STORK TAG 


Have the boys form a circle. Choose one to be “‘it”” and 
have him take his place in the center. On signal, ‘‘it” 
may tag any one who is not holding his nose with one 
hand and his foot with the other while reciting a nursery 
rhyme. If so tagged, he is “‘it.”” 


TOM THUMB GOT SICK 


With everyone sitting in a circle, start by saying to 
your neighbor, “Tom Thumb got sick,” and the neigh- 
bor should ask, ““How did he get sick?’ To which you 
reply, “Doing this,” and begin slapping your right knee 
with your left hand. The neighbor then says to his 
neighbor, ‘“Tom Thumb got sick,’’ and so on, around the 
circle. All are now slapping their right knees. Then 
repeat the lines and slap your /eft knee with your right 
hand. Keep this up until all are doing the following: 
Slapping their right knee with their left hand, slapping 
their left knee with their right hand, and raising their 
left heel up and down. 


TOUCH AND RETURN 


Have partners stand, side by side, linking their elbows 
in a circle. Shout orders for the partners to carry out and 
return to their position in the circle. The last pair back 
in place is given a demerit. The first to get five demerits 
pays a forfeit. Some orders you might use are: Touch a 
piece of metal, touch curly black hair, touch something 
blue, touch a line, touch a table leg, etc. The partners 
must keep their elbows linked at all times. 


TOYS FOR SALE 


Arrange the “toys” in a circle with a “shopkeeper” 
outside the ring. Give each player the name of a toy— 
a soldier, a trumpet, a clown, a jumping jack, etc. The 
shopkeeper walks around the circle and calls out the 
names of the toys in any order. They leave the circle and 
follow him, imitating the toy they represent until there 
is a long line walking around the room. When the shop- 
keeper shouts ‘‘sold!’”’ the toys rush back to their places 
and sit down. The last one down is shopkeeper. 


WAKE UP! 


Arrange the den seated in a circle, facing inward. Set 
an alarm clock and start it ringing. The boys must pass 
the clock rapidly around the circle with the alarm going 
full blast. When the alarm stops, the boy with the clock 
in his hands must drop out of the game. The last one 
left in the circle wins. 


WHAT ANIMAL AM I? 


Arrange the Cub Scouts in a circle and have one leave 
the room while they decide what animal he is. When he 
returns, he asks leading questions such as “Do I have 
long ears? Do I have a tail? Am I large? .. .” If he 
doesn’t guess after seven questions, he pays a forfeit 
and joins the circle. Choose another boy to find out what 
animal he is. 


WHO HAS GONE FROM THE ROOM? 


See that all are seated in a circle with the one who is 
“it” closing his eyes while you have a Cub Scout leave 
the room. After he has left, “‘it’” opens his eyes and tries 
to guess who has gone. If he guesses correctly, that Cub is 
“it” the next time. If he fails, he must be “it” again. 


WINK 


An uneven number of players is required for the 
game. Suppose there are twenty-one players. Eleven 
chairs are placed in a circle with eleven players standing 
behind as guards. Ten players are seated in the chairs. 
The object of the game is to avoid being the guard of an 
empty chair. All the seated players look toward the one 
who is guarding the empty chair. He winks at some one 
who is seated. At once, that one jumps up and runs 
across to fill the empty chair. But he may not escape 
if his guard lays his hands upon his shoulders. Each 
guard must keep his hands at his sides and must not 
touch tke shoulders of the one he is guarding until he 


sees his player winked at, 
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WHO SAID THAT? 


Have the Cub Scouts seated on the floor in a circle 
with “it” blindfolded in the center. He points anywhere 
in the circle, and the Cub indicated must shout “its| 
name, disguising his voice as much as possible. “It” then 
gets one chance to state the name of the Cub Scout who 
spoke. If he succeeds, they change places. If he fails, 
he points again. 


A WHAT? 


Arrange the players seated in a circle. Have two small 
objects such as a knife and fork and pass the knife to the 
Cub Scout on your right saying, “This isa Den Mother.” 
The boy says, “A what?” and you answer ‘“‘a Den 
Mother.” The Cub Scout then hands the knife to his 
right, and the following conversation takes place: 


First Cus Scout (to second ): This isa Den Mother. 
SECOND CuB Scout (¢o first): A what? 

First Cus Scout (to you): A what? 

You (to First Cus Scout) :A Den Mother! 

First Cus Scout (to second): A Den Mother! 
SECOND Cus Scout (to third ): This isa Den Mother. 


The knife is thus passed along the circle and the ques- 
tion in each case is referred back around the circle to you. 
But at the same time you send the knife to the right, 
start the fork around the circle to the left, saying, “This 
is a Cubmaster,”’ etc. 

The fun and the confusion starts when the ‘‘Den 
Mother” and “‘Cubmaster’’ meet and the players then 
have to pass questions and answers in both directions. 
Continue until both the Den Mother and the Cubmas- 
ter reach the leader again. Vary the game by having two 
circles competing to see which one can get the Den 
Mother and Cubmaster home first. 
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Dual Combatives 


GRAND CHAMPIONS 


In Cub Scouting unless a grand champion is deter- 
mined, the dual contest loses much of its value. Dens 
select their den champions during the month at den 
meetings. The champions practice against anyone who 
will dare challenge them, and in that way they become 
really skillful when the pack meeting night arrives. 

At the pack meeting each den, when called upon to 
introduce its den champion, gives him a cheer as the 
den chief brings him out. Then the den champions com- 
pete in tournament fashion until only one remains, and 
he is pronounced the grand champion of the pack. And, 
of course, someone leads all the Cub Scouts in giving 
the ‘‘grand champ”’ a cheer. Then if he dares, a dad in 
the audience volunteers to try his skill against the champ. 
Invariably the dad loses. 


INDIAN LEG WRESTLE & 


Two players lie side by side on their backs with their 
heads in opposite directions. They hook right elbows. 
When the referee counts “one,” they raise their right 
legs and touch them together. At count “two” this is 
repeated. At “‘three’’ they hook their right knees and try 
to turn each other over. The player who does a backward 
somersault is the loser. 


HAND PUSH 


Have two contestants stand facing each other with 
their toes touching and their palms together at shoulder 
height. In this position each should push the othet’s 
hands until one is forced to step back. The player who 
forces his opponent backward is the winner. 


GAME ROOSTERS 


Stand two players in a circle drawn about 6 ft. in 
diameter. Each holds his left foot with his right hand 
behind his back, and then grips his right arm with his 
left hand behind his back. On signal, they hop at each 
other trying to force the other out of the circle or out of 
position. As soon as a player lets go of his foot or arm 
or leaves the circle, he loses the game. 


17 


FINGER BEND 


Two players stand facing each other. They extend 
their arms over their heads and clasp each other’s hands, 
interweaving the fingers. On signal, they back apart 
and bring their hands down. The stronger player will 
force the other to a kneeling position. The one who has 
to kneel is the loser. 


TWIST STICK 


Two players face each other, extend their arms over- 
head, and grasp a stick. On signal, they step backward 
and pull the stick down between them, each trying to 
retain his own grip while twisting the stick from his 
opponent’s hands. The one who loses control of the stick 


loses the contest. , 
ARM-LOCK WRESTLE 

Pair off the Cub Scouts according to height and 
weight. The contestants sit on the floor, back to back, 
with their legs spread and arms locked at the elbows. On 


signal, each tries to pull his opponent over to the side 
so that his left arm or shoulder touches the floor. 


BROOMSTICK TWIST A 


Select boys of equal height and weight. They grasp a 
broomstick horizontally with both hands. Each one tries 
to touch the broom to the floor on his right. 


CHEWING-GUM CONTEST 


Tie a stick of gum to the middle of a piece of string. 
Each of a pair of contestants puts an end of the string in 
his mouth and, at a given signal, begins to chew. The 
one who gets at the gum first wins it. 


COCK FIGHT 


Two contestants hold their left ankle behind them 
with their left hand and keep their right arm close to 
their side. It must not be used to strike or shove. On 
signal, they try to upset each other by charging or shoul- 
dering or try to force the other to drop his left foot. With 
a large number, a free-for-all may be held. The last 
player to remain standing wins. 


CIRCLE HOP FIGHT 


Draw a circle about 6 ft. in diameter and stand two 
Cub Scouts inside, facing each other with their arms 
folded and one leg extended in front. On signal, they 
try to upset each other or force each other from circle by 
using the extended leg. They may hook or lift with the 
leg, but most not contact their opponent with any other 
part of the body. Kicking or pushing with the uplifted 
leg is not permitted. 


DOG FIGHT 


Place two players on their hands and knees, facing 
each other about 3 ft. apart. Put a band of leather or 
canvas over their heads. On signal, the players pull the 
other’s headband until one of them is pulled off the mat 
or his head is pulled forward thereby releasing the strap. 
The other is the victor. 


FEATHER CONTEST 


The one keeping a feather in the air the longest length 
of time wins the game. 


PIE-EATING CONTEST 


Place pies on a flat board. Cub Scouts participating 
must eat their pies without touching them with their 
hands. (Have them keep their hands behind their backs. ) 
The first Cub Scout to finish his pie is the winner. 


18 


BROOMSTICK WRESTLE 


Have two Cub Scouts face each other, grasping a 
broomstick with their hands about 18 in. apart. On sig- 
nal, each tries to cause the other to move his feet. The 
defeated Cub Scout is the one who first takes a step or 
releases the stick. 


FRANKFURTER- OR 
APPLE-EATING CONTEST 


Tie frankfurters (or apples) to a string and spread 
them apart so that the Cub Scouts will have enough room 
to move around and eat them. The boys must have their 
hands behind their backs while eating. The first Cub 
Scout who eats the frankfurter or apple is the winner. 


SPINNING ON A STICK 


Use a stick about 314 ft. high. Take the boys one at 
a time and have him place one end of the stick on the 
ground and put both hands on top. Then have him put 
his head on his hands and close his eyes. Spin him around 
ten times. He is then to try to touch a target with the end 
of the stick. The target should be about 5 ft. high and 
25 ft. from the area where he was spun, 


STRENGTH CONTEST 


As a surprise, ask each den to select its two strongest 
boys. When they come forward, conduct a balloon-burst- 
ing contest between them. 


TRACTOR 


Have two Cub Scouts, on their hands and knees fac- 
ing in opposite directions, act as “‘tractors.”” A teammate 
should straddle each tractor and, holding on with his 
legs, reach both hands back to grip the hands of his 
opponent. On signal, the tug of war begins. 


Games to Make and Play 


WHATDYA CALLIT 


You can play this popular game in a variety of ways. 
We present three different methods here. Try them all. 

Measure a 2x2x6 in. piece of softwood into three 
sections 2x2x2 in. Then, on the two ends, measure 
3/,-in. in on all four sides and draw a 14-in. square. With 
a plane, rasp, and sandpaper, taper the ends down from 
the 2-in. lines around the block to the 14-in. square. 
After you get a smooth surface, paint or print the num- 
bers 0, 4, 6, and 10 on the sides of the block. And finally, 
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finish the ‘‘cat’’ with a coat of varnish or shellac. For the 
“striker,” use a 2-ft. length of broomstick. 


Decide on the length of the course for the game ( per- 
haps the length of a room or maybe a whole city block). 
Place the cats on the starting line with number 0 facing 
up. Have the first player strike downward on the front 
of his cat and then read the number. He should take that 
many steps toward the goal. Then he must wait until all 
have had a turn before starting the second round. The 
first player reaching the goal wins. 


For the second method, use the same equipment, but 
this time as the cat jumps into the air, the batter should 
strike at it again, trying to send it as far as possible. A 
fielder should stop the cat and guess how many paces the 
cat is from the starting line along which the bat is placed. 
If he comes within five paces from the bat, he becomes 
the batter. If farther, he must throw the cat at the bat. 
If he hits it, the batter is out. But if he misses, he remains 
out in the field. 
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For the third method, use a 6-in. length of broomstick 
for the cat. Scoop out a narrow trench, 4 in. deep and 
the width of the bat. Have the players number off to 
determine the batting order. Start by laying the cat 
across the trench. Have the first player place one end of 
the bat under the cat and propel it as far as he can toward 
the other players. If the cat is caught, the batter is out, 
and the player making the out becomes the batter. Other- 
wise, the player who retrieves the cat throws it at the bat, 
which is placed across the trench. If he hits it or lands 
the cat within one bat length of the nearest edge of the 
trench, the batter is out and the players move up. If the 
throw goes wide, the batter gets a point for each bat 
length from the trench to where the cat lands. 

He now places the cat in the trench so that one end 
sticks up and has one strike to hit the end of the cat to 
make it jump into the air where he attempts to hit it and 
send it as far as possible. If he misses, he is out. If he hits 
it and a fielder catches the cat, the fielder takes the bat- 
ter’s place. If no one catches it, the batter measures the 
distance back to the trench, using the bat and scoring 1 
point for each length. If the batter can tip the cat once 
with the bat before hitting it for distance, he measures 
his score with the cat. The first player to score 100 wins. 
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TEETER-BOARD JOUSTING 


Make two teeter boards as shown (24 in. in diameter 
with the rockers 8 in. high). Make the jousting poles 
from plumber’s helpers, soft rubber balls and squares 
of cloth, or stuffed socks. Place the boards so that the 
Cub Scouts are just within reach of each other. 
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DUCK ON THE ROCK 


Each player has a rock or stone. A boulder is used as 
a stand. The player who is “‘it’’ places his rock on the 
stand and stays close by as guard. The other players stand 
at the throwing line, 15 to 20 ft. away, and toss their 
stones at the “duck on the rock.’”’ They then take a posi- 
tion where their stones come to a stop. When the duck 
is knocked off, the guard immediately replaces it while 
the others pick up their stones and run back to the throw- 
ing line. If anyone is tagged by the guard, he becomes 
“it.” The players may feign at picking up their rocks 
without penalty; but, if they touch their stone, they be- 
come subject to being tagged. The guard may not tag 
anyone while his stone is off the boulder. So this is the 
time for all players to shout, “boulder off!” and run 
for home. If a player tosses his rock, and it hits another 
player’s, both of the boys are allowed home without 
danger of being tagged. 


ROCKER BOARD OR 
MARBLE ROLL GAME 


Build a rocker box 12x36x4 in. deep. Place a rocker 
on one end and handles on the other end as shown. 
Divide the box into compartments by using strips of 
1x1’s. The object of the game is to get the highest score 
possible with fifteen marbles. The minute you get even 
one marble in the stop section, your turn is over. Total 
up your score by multiplying the number of the section 
by the number of marbles in it. 

This game may be made from a cardboard carton. 
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PUTTING GAME 


Make a putting “green” out of heavy cardboard or 
plywood and the putter with a piece of 2x2’s and a dowel. 
Cut the hole for the cup wherever you want it and insert 
a tin can, 


MOOSE TOSS 


Cut head out of plywood, sand, and paint with con- 


trasting colors. Use rubber jar rings. 


23 


ATOMIC BLAST 


Make turnstile arms from 1x4’s, about 18 in. long. 
Screw No. 16 tin cans in place. Put a little cornstarch or 
flour in balloons before blowing them up. Set the bal- 
loons in the cans, spin the turnstile, and toss darts at the 
balloons. 


SHOOTING GALLERY 


Cut birds out of heavy cardboard or plywood. Paint 
in bright colors and hinge the backs to the cross arm. Use 
a rubber-band gun or beanbags and develop your own 
scoring system. 


TURTLE RACE 


Here is a race everyone likes. For best results use 1/4- 
to 34-in. plywood. Use 20 to 30 ft. of heavy twisted cord 
or chalk line. Make the hole slightly larger than the cord 
to be used. Cub Scouts love to decorate and paint their 
names on their turtles. Use good turtle colors—browns, 
greens, yellows, etc. The edges should be rounded off 
with sandpaper. Tie the cord to a rigid crossbar at a 
height from the ground equal to the height of the hole 
in the turtle. Put nails in the top edge to hold the rope 
for each turtle. If used indoors or on concrete, use rub- 
ber ‘‘feet’’ to give traction on smooth floors and to 
lessen the sound. 

Start the turtles leaning or flat on ground with their 
heads toward the players. The turtle is made to ‘‘walk”’ 
toward the player by pulling gently on the cord, thereby 
lifting the head and body, which drags the feet forward. 
Relaxing the line lets the cord slip through the hole. 
Repeated lifting and relaxing ‘“‘walks’’ the turtle to the 
finish line. Jerking on the rope or excited play causes 
the turtle to lean in the wrong direction and slows down 
progress. Grownups play this game as excitedly as the 
Cub Scouts. 

Get the turtles off to an even start. 
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PARK YOUR CAR 


Mark out a parking lot on a driveway, floor, or table 
top and push pinewood derby cars or toy cars into thé 
parking spaces. Count the score from the area where the 
front wheels sit. Call the space where you will park and, 
if the car stops there, score an extra 10 points. 
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HOBO BOWLING 


Cut the two end pieces, 12x18 in., as shown. Cut nine 
pieces of 2x2x9 in. and drill a 5@-in. hole 3 in. from the 
top of each. Slide these pins on a 14-in. dowel rod 30 in. 
long. Insert the dowel rods into the end pieces as shown 
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and fasten in place. Brace the end pieces in the lower 
back corner with 1x2’s. Be sure the pins swing freely. 

To play the game, roll a croquet or hard ball at the 
base of the pins. The object is to flip them onto the front 
dowel bar. Count the numbers turned up to determine 
the score. 
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DART GOLF 


Set up six 12x18-in. plywood targets 5 ft. apart with 
numbers painted on them as shown. Each player throws 
six darts—one in each target. Score a point for each of 
the targets hit. Or use one dart per player and measure 
the misses with a yardstick. The score for each player is 
the total number of inches missed. 


A BOYS' LIFE GAME 


Set up a row of cartons lettered as shown. Set a candle 
above each letter and shoot out the flame with a water 
pistol. Score the number of candles put out. Add a 10- 
point bonus if they are extinguished in order. 
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CAN THE CAN 


Select four different-size paint cans that will nest 
easily and set them in a row. Nest them using a tongue 
depressor tied to a length of cord as follows: Lower the 
depressor into a can and, when the stick becomes 
wedged, lift the can into the next larger one. 


i 
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PEANUT TOSS 


Feed him by tossing peanuts (or marbles) through his 
mouth without ringing the bell. 
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MR. WIGGLY 


Wooden clothespin men, mounted on small springs, 
wiggle when a ring is tossed at them. 
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HIT THE CHUCK POT 


Place tin can in one hand of figure and fry pan in 
the other. Line pan with huge fried egg made of soft 
building board. Throw darts at the ‘‘egg”’ and toss beans 
into the can. 


CARDBOARD CARTONS 


Make a variety of beanbag games out of cartons. Cut 
holes in the sides or ends and decorate the box as a clown, 
animal, or building. 
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BEANBAG SPACESHIP 


Fasten a stack of cartons together to make a spaceship 
for beanbag tossing. 
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TALL CANE GROVE 


The tall Cane Grove is made of dowels stuck into 
a carton. Use rings from vacuum-sealed tins, rubber jar 
rings, or embroidery hoops. 


BULL BOARD 


Lay a cardboard target on the floor—or mark the “bull 
board” on the sidewalk—and toss linoleum disks at it 
for high score. 


STUFFED SOCK 
AND FEATHERS 


CROW BALL 


Crow Ball is a good indoor throwing game and safe 
when using a poput to knock the ‘“‘crows’”’ down. 
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DOG ROLL 


The Dog Roll is another game designed to teach a 
boy to hit what he aims at. Cut out the doors and hinge 
them with cloth, leather, or paper fasteners. 


PAPER FASTENERS 


MAKE TWO 
DOUBLE 
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MARBLE TOSS 


Here’s a homemade game that makes use of materials 
readily available. Use two cardboard cartons and a half 
dozen marbles and assemble as shown. 

To play, toss marbles, one at a time, into the open 
part of the carton. 

To score, total the number of points made with the 
marbles. 

Cut out one-third of the top of the carton and shape 
the opposite end as shown in Fic. 1. 

Cut out four dividers as shown in Fic. 2. The top 
slots fit into Fic. 1 and the bottom slots into Fic. 3. 
Cut out Fic. 3. 

Fic. 4 is the bottom of the carton and is fitted out 
with two 2x6-in. cardboard buffers and ten 2x2-in. card- 
board dividers. Make all buffers double thickness and 
fasten to the bottom with paper fasteners. Assemble 
Fics. 2 and 3 and slip into place on Fic. 1. Lean the box 
against a wall, table leg, or chair. To store, simply remove 
Fics. 2 and 3 and place inside Fic. 1. Store marbles in a 
small plastic bag. 
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FIG. 2 
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FISHPOND GAMES 


An infinite variety of games made from a “hook,” 
a line, and a pole will leave the contestants as breathless 
and openmouthed as a fisherman’s true story. 

Fashion the hooks from coat-hanger wire, paper clips, 
and open safety pins. Make the fish from cloth, inner 
tubes, cardboard, balloons, or wood. 

Use a cardboard carton, nail keg, barrel, or dart board 
for the ocean bottom or trout stream. The Cub Scouts 
can catch the ‘“‘fish’”’ by hooking them, lifting them, trap- 
ping them, or spearing them (with darts). They score 
by standing in the center of a circle and casting into 
several different ponds, by standing on boxes or stools 
and trapping the fish, or by just catching as many as they 
can out of one “‘lake.”” 


BEANBAG GAMES 


Beanbags give boys skill in control, confidence in 
catching, and fun in the bargain. Make the beanbags to 
fit a boy’s hand. They should be rock size, but not rock 
hard. Pack them loosely so they can spill over his fingers 
when thrown to a boy. He can accidentally hook onto it 
and thereby gain enough confidence to start grabbing on 
as it hits his hand. Beanbags can be made in such inter- 
esting shapes as fish, circles, squares, triangles, birds, 
cats, or what have you. 


BEANBAGS—ROCK SIZE 
FISH SHAPED 
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BASE BOARD 
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PLYWOOD 


WEIGHT TIN CANS WITH PLASTER 
CEMENT OR SAND AND SEAL COVERS 
ON WITH TAPE OR SOLDER 


DUCKS ON THE POND 


The beanbag or ball game below develops muscle 
control. Make the birds on top from old socks filled with 
sand and cloth and sewn in the shape desired. The spin- 
ning ducks are painted on boards fastened to dowels 
hung loosely in heavy staples. The right side of the board 
can be used as a “‘dart’’ board ball game. 


CAT-AND-MOUSE BEANBAG 


Cut circle in the side of a cardboard carton and hang 
the cutout “‘cat’’ in the center. Make sets of different- 
colored ‘‘mice’”’ (small beanbags). The object of game 
is to flip the mice into the box without disturbing the cat. 


é 


BOX HOCKEY 


This is an all-time Cub Scout favorite. For a good 
back-yard box hockey game, build a box 3 ft. wide and 
8 ft. long. For the frame, use 1x8 lumber and use ply- 
wood for the base. Re-enforce the corners with 2x2 
blocks glued and fastened with screws. The center board 
takes a terrific pounding and should be fastened securely 
and braced on both sides. Follow the layouts shown in 
Fics. 1 and 2, 
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The puck is cut from a piece of 1x2 wood. Use 
hockey or shinny sticks or a 30-in. length of broom 
handle. 

Two players take part, one on each side of the box. 
Set the puck in the top notch of the center board and then 
have the players “knock off’’ as in hockey: They touch 
their sticks to the bottom of the box, knock them to- 
gether above the ball three times, and then knock off the 
puck. Each player tries to bat it into his opponent’s sec- 
tion of the box and then out through the hole in the end. 
If the ball is knocked out of the box, it is returned to-the 
place where it went out and play resumes. Score a point 
each time a player gets the puck through his opponent's 
goal. The game is 5 points. 
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A TRIP TO THE MOON 


The man in the moon has his points. Make the game 
from plywood and screw hooks. Toss rubber jar rings for 
score. Give each player the same number of turns. 


FINGER FUN 


Have the Cub Scout place his hand, with fingers spread 
wide, on plywood or heavy cardboard and trace around it. 
Lengthen the wrist that serves as a handle. Cut out, sand, 
and paint. Attach the ring cut from heavy cardboard 
with the center hole large enough to slip easily over the 
fingers. Number the fingers for score count. 
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CAST OFF 


Cut out the balloons from cardboard and paint them 
in bright colors. Attach large tin cans to them with cord. 
Then hang them from a tree limb or clothes pole. Toss 
star dust (iron washers) into the balloon baskets, Each 


one in counts 5 points. 


BUZZER GAMES 


These electric games teach boys simple buzzer-bell bat- 
tery hookups. They, too, can become inventors. They 
can open up new worlds, scale new peaks, and get credit 
toward an arrow point in Elective 5 in the Wolf Cub 
Scout Book. 


FLAT TIN CAN 


WIRE MASTS 
WITH LOOPS 
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Hiding, Chasing, 
Hunting Games 


AIRLIFT 


Divide the group into two equal-sized teams. In a 
yard or park, mark out a large rectangular area. One end 
of the area is home base, the other end is the outpost, 
and in between is enemy territory. The job of the airlift 
team is to carry supplies (apples) from home base to 
the outpost without getting “shot down” (tagged three 
times) by the enemy team. The airlift team may carry 
one apple each or may let one or two boys carry several 
while the others protect them as they race from home 
base to the outpost. Boys who are tagged three times 
while carrying apples are out, and the enemy gets their 
apples. Those of the airlift team who are not carrying 
apples may run freely without fear of being tagged. The 
team that has the most apples at end of game wins. 


CAT'S-TAIL 


To get your Cub Scouts in the Halloween mood, try 
this game. Hide several pieces of cloth or yarn—a differ- 
ent color for each of the two teams. One Cub Scout on 
each team is a “cat without a tail.” At the signal, all 
Cub Scouts search for tails of their color. As a piece is 
found, it should be tied to the belt of the cat who ties 


others to it as they are found. The winner is the side 
whose cat has the longest tail at the end of 5 minutes. 


CROWS AND CRANES 


For any number of players. Line up two teams, facing 
each other about a yard apart. Name one team the 
“crows’’ and the other the ‘‘cranes.”’ Mark off a base line 
about 30 to 50 ft. behind each team or line them up in the 
center of the room and use the walls for bases. When the 
leader calls “crows!” the crows must get to their base 
without being tagged by the cranes. Any that are tagged 
go over to the side of the cranes. When the leader calls 
“cranes!” they try to get back safely. The leader can add 
suspense by prolonging the commands “‘Cr-r-r-rows!”’ or 
“Cr-r-r-ranes!” or ““Cr-r-r-rash!”’ 


EAT THE FISH TAIL 


Have the Cub Scouts line up in single file, holding 
each other around the waist. The first boy is the fish head; 
the last boy, the tail. On signal, the head tries to catch 
the tail while the tail tries to avoid being caught. All must 
continue to hold on to each other. The longer the fish, 
the better. 
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FALLING STARS 


Color a dozen peanuts with ink or paint, place them 
in a large paper bag filled with peanuts, and suspend 
the bag over the boys’ heads. Then choose two captains 
and give each a stout stick. Have them shinny off, just 
as in a shinny game, and then strike the bag; which, of 
course, breaks and sends the peanuts flying. All the Cub 
Scouts scramble for them. Each unpainted nut counts 
1 point, and each painted one is worth 10. 


FOLLOW THE LEADER 


Choose a den chief or Cub Scout who is especially 
resourceful to be the leader. Have the others form single 
file behind him and imitate anything that he does. The 
leader keeps the line moving and performs stunts for 
the others to copy. He gradually does more difficult tasks 
such as climbing or vaulting over obstacles; jumping cer- 
tain distances; taking a hop, skip, and jump; walking 
backward; turning around while walking; and walking 
or running with a book on his head. Anyone failing to 
perform the required feat drops out of the game. The 
last one to follow the leader is the winner. 


KICK, HIDE, AND SEEK 


Mark a goal 3 ft. in circumference and place a soccer 
ball in it. Have one of the players kick the ball as far as 
possible. While the others run and hide, “‘it’” runs to 
recover it and replaces the ball in the circle before going 
in search of the players. When he sees one he calls, “I 
spy ” and both run for the ball. The 
one who reaches it first kicks it and runs for a hiding 
place. The other player is ‘‘it’’ and must return the ball 
and search. 


RED LIGHT 


Play this game in the outdoors or a large room. “It” 
turns his back on the rest of the players who are lined up 
30 to 50 ft. away from him. The object is for the Cub 
Scouts to walk or run toward him while his back is turned 
as he counts to ten. At “ten,” he shouts “Red light!” and 
turns quickly. Any boy moving when he turns must go 
back to the starting line. The first to get to “it” and touch 
him wins the game. 


SNATCHING THE CAP 


Divide the area into two equal parts and mark off 
a small goal at the rear of each. Then divide the group 
into two teams and have them take sides after placing 
their caps in their respective goals. 

Each Cub Scout who reaches the other team’s goal 
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safely may carry one cap back to his own goal and may 
not be caught while carrying it back. If caught in the 
other team’s territory before reaching his goal, a Cub 
Scout must remain a prisoner at the goal until touched 
by one of his own side; neither may be caught while 
returning. Any Cub Scout may catch any opponent, ex- 
cept under the rule just stated. No cap may be taken by 
either side while any of its men are being held prisoner. 
The game is won by the side that gains all of the caps. 


TAILS 


Divide the Cub Scouts into two teams. Have them 
tuck their neckerchiefs loosely in their belts in back as 
tails. On signal, each side rushes toward the other trying 
to get the tails. Once one is taken, the player who loses 
it is ‘‘dead.” The side that captures the most tails wins. 
This game may be played in the open, but it is better 
as a stalking game in a place where brush affords cover. 
The captured tails should be tied around the waists of 
the captives and those who have lost their tails must leave 
the battlefield. 


PIONEERS AND INDIANS 


Here is an ideal game for a pack picnic or outing. 
Divide the Cub Scouts into two groups—the ‘‘pioneers”’ 
and the “‘Indians.’’ Give each pioneer a slip of paper 
with the name of a food and its allotted playing value: 
flour, 25; baking powder, 20; dried beef, 15; hardtack, 
10; jam, 10; fruit, 5; sugar, 5; and tea, 5. 

The “chief,” chosen by the Indians, distributes his 
braves in the Indian territory around the pioneers’ block- 
house while the pioneers surround the Indians and seek 
vantage points to break through and save their “‘starving 
captain’’ who holds the blockhouse. The Indians try to 
capture the pioneers by tagging them. They search their 
captives and confiscate any ‘‘food’’ found on them. Allow 
15 minutes or more for play. Then assemble the Cub 
Scouts and tally the score. The Indians add the value of 
the supplies that they capture, and the starving captain 
figures the value of the supplies that have been delivered 
to him. The side with the most supplies wins. 

Note: The Cub Scouts get more fun out of the game 
if the pioneers are permitted to hide their treasure about 
their person. Then the Indian who captures one searches 
while the pioneer counts slowly to one hundred. If the 
Indian does not find the paper before the end of the 
count, he escorts his captive beyond the Indian territory 
and the pioneer is free to try again. If the Indian finds 
the paper, he takes it and has the pioneer hold up both 
hands to show he has been captured. He returns for 
another supply of food and re-enters the game. 


Informal Ball Games 


ANKLE BALL RACE 


Divide the group into two teams and place each in 
columns of two. Have the first pair of each team place 
a ball between their inside ankles, walk to the turning 
point and back, and pass the ball to the next pair. If the 
ball is dropped, have them replace it between their ankles 
and continue. The first team to finish wins. 


BALL THROWING FOR DISTANCE 


Use balls that are uniform in size and weight. Each 
boy gets one throw. The judge places a marker where the 
ball first hits the ground. 


BASEBALL CATAPULT 


Place the center of a 1x4 board 4 ft. long over a 
wooden block like a seesaw. Attach a fruit-jar cover to 
one end of the board and rest a baseball in it. Now stamp 
sharply on the high end of the board making the base- 
ball soar into the air. Award points to the boys who catch 
their own flies. 


CRICKET BASEBALL 


There are two or more players on a team. One team 
bats and the other team pitches, catches, and fields the 
ball. Two pins are placed on the ground about 3 ft. apart. 
Between these two pins and about 2 ft. in front of them, 
a small block is placed for a base. One of the batters takes 


a position in front of the two pins with his bat on the 
base. Another teammate takes the same position at the 
other base. One of the fielders throws the ball under- 
hand at the two pins at the opposite base. An out is 
scored every time a pin is knocked down. The batter 
attempts to protect the pins by hitting at the ball. If he 
hits the ball in any direction, he may exchange places 
with his teammate and thereby score a run. The batters 
may exchange places any number of times on a hit and 
score a run on every exchange. 

The fielders try to recover the ball, throw it, and knock 
down the pins while the runners are exchanging places. 
A player may knock down the pins by throwing the ball 
at them any time the batter, guarding the pins, takes his 
bat off the base. On the pitch the bat on the base is not 
a protection. It is an out when a fly ball is caught. Field- 
ers alternate in pitching the ball at the pins. Three outs 
constitute an inning and seven innings a game. Batters 
continue to bat until a out is made. When an out is made, 
two new batters replace the men who were at bat. 
Modification: Allow a player only two bats or hits after 
which he gives up his place at bat to a teammate. 


Scoring: 1 point is scored every time the batters exchange 
places. 


BAT BALL 


Any outdoor area or gymnasium will do. Mark a home 
base in the middle of a 40- to 50-ft. end line and draw a 
line 20 ft. away and parallel to the end line. Then mark 
a far base about 80 ft. from home base. 

The batter himself tosses up the ball (a soccer or 
volleyball) and hits it with his hand or fist. After hitting 


the ball, he must run around the far base and return 
home before being hit by the ball, thrown at him, by the 
defensive team. If he does not hit the ball over the 20-ft. 
line, he gets another try. If he fails the second time, he is 
out. Members of the team in the field have no definite 
positions but scatter about the space beyond the 20-ft. 
line. They try to put out the batter either by catching a 
fly ball or by hitting or tagging the batter with the ball. 
The fielders may not take more than one step while hold- 
ing the ball or hold the ball for more than 3 seconds. They 
may pass it to another fielder closer to the runner. The 
batter may not run wider than the extent of the end line. 
Three outs retire the side. Any predetermined number 
of innings may be played. 

Every time a home run is made, score 1 run for the 
team at bat. 


GUN BALL 


Divide the players into two teams. Locate the pitcher's 
box 20 ft. in front of home base. Mark a far base about 
80 ft. from home in the normal direction of first base. 
The pitcher rolls the ball on the ground to the first batter 
who kicks the ball. As the ball is kicked, all the players 
on the batter’s team must run to the far base and return 
home. The fielders try to hit the runners below the waist 
with the ball. All players, getting back home safely, score 
runs for their team. After three kicks the teams exchange 
places. If hit, the runners stay on the side lines until their 
team becomes fielders. 


KICK BALL 


The playing area is similar to a baseball field with 
45 ft. between bases and 30 ft. from the pitcher's box to 
home plate. 
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The pitcher rolls the ball to the “batter,” who kicks 
it. Putouts are made when a batter kicks three fouls, a 
fielder catches any fly ball, or the runner fails to circle 
the bases ahead of the ball. The runner must try for a 
home run. 

On a fair ball, not caught on the fly, the fielder throws 
the ball to the pitcher who throws to either the first or 
third baseman who then relays it around the bases. Each 
baseman must be standing on his base before he can 
pass the ball to the next base. 

If the batter succeeds in beating the ball around the 
bases, he scores a run for his team. Three outs constitute 
an inning and nine innings are a game. 


Variations: 

1. This game may be played in an identical manner 
except that the ball is put into play by the pitcher, toss- 
ing the ball to the batter, who hits it with his fist or fore- 
arm. The pitcher must deliver the ball with an under- 
hand throw. 

2. The ball may be played by placing it on home base 
and having the batter kick it. 

3. A fly ball that is caught is not an out. Rather, it is 
played as any fair ball. 


KICK PIN BASEBALL 


Mark out a baseball diamond with 45 ft. between the 
bases, and the pitcher’s box is 20 ft. from home plate. 
Use a soccer or volleyball. Place a tenpin on the outside 
corner of each base and in the middle of home plate. 

The pitcher rolls the ball at the home-plate pin. The 
batter kicks the ball and circles the bases on the outside 
of the pins. He must make a home run to score a run. The 
batter is out when: 
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1. A pitched ball knocks over the home-plate pin. 

2. The ball is caught on the fly. 

3. The batter knocks over the home pin or any other 
base pin during his turn “‘at bat.” 

4, The base pin is knocked over by a baseman hitting 
it with the ball—provided the ball is fielded and passed 
in advance of the runner (that is, to first, second, etc.) 
to the baseman who knocks over the pin before the run- 
ner reaches that point. 

5. The runner is hit by the ball while he is between 
the bases, the ball having been passed counterclockwise 
around the bases to the point where the runner is advanc- 
ing. A side is retired when they make three outs. Any pre- 
determined number of innings may be played. 


LINE UP BALL 


Divide the players into two teams. The pitcher rolls 
the ball to the first batter who kicks the ball into the field 
and runs to a far base (that has been established 80 to 90 
ft. from home base) and back home. The fielder who 
retrieves the ball holds it above his head and all other 
fielders line up behind him in single file. If the runner 
gets back to home base before the line is formed, he scores 
a run for his team. If the line forms before he reaches 
home base, he is out. Three outs for each team constitute 
an inning. 


LONG BALL 


The pitcher rolls the ball to the batter who kicks it and 
runs to the far base (about 80 ft. from home base) and 
either remains there or returns home. Several players 
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may occupy the base at the same time, provided there is 
a player at bat. When there is more than one player on 
the base, all may return to home base on a hit. Once a 
base runner leaves the far base, he cannot return unless a 
fly ball is caught. The batter remains “‘at bat’’ until he 
kicks the ball. Every kick is a fair hit even though it may 
be nothing more than a foul tip. A runner is out when 
a fly ball is caught, the ball is thrown to the far baseman 
ahead of him, he is tagged off base with the ball, he is hit 
when off base by the ball thrown by an opposing player 
(the ball must hit him on the fly). 

A run is scored each time a base runner reaches home 
base safely. After three outs, the teams change places. 
Any predetermined number of innings may be played. 


NEWSPAPER SOFTBALL 


Divide the players into two teams. Place two tin cans 
on either side of home plate and a rolled newspaper 
across the tops of the cans. The first batter stands behind 
the newspaper and kicks it with his instep, and the game 
is on. All the rules of softball are followed except for 
the method of putting the ball in play. 


PUNCH BASEBALL 


Play this game as softball, but with the following ex- 
ceptions: 

Use a small diamond with 30 ft. between bases. The 
batter hits the ball with his forearm or closed fist, and 
the pitcher must use an easy underhand pitch. The base 
runners may advance only on hits and, if the batter hits 
three fouls, he is out. 


SOAKOUT 


Here’s another variation of softball: 

The pitcher rolls the ball underhand to the batter who 
kicks it and runs all four bases while members of the 
defensive team try to “soak’”’ him out by hitting him with 
a direct throw. The ball may not be relayed. 

The batter is out after three strikes, when a fly ball or 
foul tip is caught, or when the runner is soaked or tagged 
by a member of the defensive team. When he hits the 
ball, he must make a home run but may run the bases in 
any order, He may halt, dodge, or run any direction on 
the playing area, but must touch all bases before coming 
home. If he receives a base on balls, he is not permitted 
to leave first base until a succeeding batter hits the ball. 


SWAT BALL 


Mark home base in the middle of a 40- to 50-ft. end 
line and the pitcher's box 20 ft. in front. Then locate a 


far base about 80 ft. from home base in line with the 
normal direction of first base. 

The pitcher tosses the ball easily to the batter who 
swings at it with his clenched fist and hits it out into fair 
territory, which is the area forward of the end line. The 
batter must run around the far base and return home 
without being hit by the ball. Before the ball can be 
thrown at him, it must be passed five times among the 
players in the field. No two consecutive passes may be 
made between the same two players. The fielders may 
not run with the ball but must advance it by passing from 
one to another. The runner is not permitted to run wider 
than the extent of the end line and is out if the ball is 
caught on the fly or if he is hit by the ball. He must 
try to make a home run. 


BALL ON BOARD 


Give each Cub Scout three tries in carrying a ball 
across the room on a 3-ft. board and dropping it in a 
basket. 


BALL PASS 


Divide the group in half and form two circles—one 
inside the other—facing each other. Then distribute 
three balls to each circle. The object is to pass these balls 
around the circles—in opposite directions—and keep 
them going at a fast pace. If a person drops a ball, he is 
out of the game. The team with the most players at the 
end of the game wins. 


BEANBAG BASEBALL 


Here is a crazy kind of baseball where the batter does 
all the pitching! The two teams and small diamond are 
set up exactly as for softball. Stand a bottle or an Indian 
club in a small circle in the pitcher's box. The pitcher 


44 


stands back of this circle at all times and serves only as 
a fielder. The batter throws a beanbag underhand and 
tries to bowl over the bottle. He has only one try; if he 
misses, he is out. If he hits the bottle, the pitcher fields it 
by setting the bottle in the circle; he then throws the 
beanbag to cut off any of the runners. The catcher han- 
dles throws to home. The batter can get out by missing 
his throw or by being caught at first. If the pitcher knocks 
the bottle over in error that counts the same as if it were 
hit, and the runner may try to advance. When three men 
are out, the sides change. 


BASKETBALL SHOOT 


Draw a line 20 ft. from the basketball backboard. 
All throwing must start behind this line. The first player 
throws for the basket and follows up with a short shot. If 
he scores with a basket, the long shot counts 2 points and 
the short shot 1 point. Players take turns and the one 
making 21 first wins. 


BOMBARDMENT 


Place several inflated balls in the center of a play area. 
Divide the group into two equal sides and arrange them 
on goal lines on each end of the area. On signal, Cub 
Scouts from each side race to get as many balls as possible 
and throw them at their opponents. No member of either 
side may cross the center line. Any Cub Scout hit by a ball 
drops out. If a player is successful in catching a thrown 
ball, he is not ruled out. The team wins that has the most 
players left at the end of a predetermined time. 


ARCH BOWLING 


Set up ten croquet arches in a row, spaced far enough 
to allow a ball to go between them. Set a bowling line 15 
ft. away. Each player bowls once during his turn and 
tries to roll the ball through the arches in order. Score 
1 point for each ‘“‘strike’’ or eliminate those who miss 
until a winner can be declared. 


BOWLING ON THE GREEN 


Play this game on a smooth, close-cut lawn. Wooden 
balls made especially for this game should be used, but 
croquet balls may be substituted. Each player has two 
of these balls called “bowls.’’ A small ball is called the 
“jack.”” The first player bowls the jack out on the lawn, 
and the bowls are rolled at it in turn. The jack as well as 
the other bowls may be moved by being hit in play. A 
bowl touching the jack scores 3 points. The nearest bow! 
to the jack scores 1 point. If two bowls rolled by the same 
player are nearest the jack, he scores 2 points. 


TIN-CAN BOWLING 


Punch holes in the bottom of six, one-quart cans and 
sink them in the ground at surface level. Have one in the 
center and the others in an 18-in. radius circle. Bowl 
from a line 20 ft. away, using croquet balls. Have the 
players bowl two balls each turn. The center can counts 
5 points and the others 1 point each. 21 points makes 
a game. 


BUNTING BALL 


Arrange the players in a semicircle and have a batter 
stand 10 or 12 ft. away from the center. Any one in line 
throws to the batter who bunts to any other player. A 
player who fumbles goes to the foot of the line. When 
the batter misses the ball or fouls it, he goes to the foot 
of the line, and the player at the head of the line becomes 
the batter. 


CATCH AND BOB 


Line the den up in single file and have one Cub Scout 
stand about six paces in front, facing his den. On signal, 
he throws a softball to the first player in the file who 
throws it back and then squats on his haunches. The 
leader then throws over his head to the next player, and 
so on until the end player catches and returns it. The Cub 
Scout next to the end then stands erect, catches, and re- 
turns it. This continues until all of the Cub Scouts are 
back in their original standing position. If the ball is 
dropped, the Cub Scout responsible must recover it and 
return to his place before returning it. This game may be 
used as a den activity for the practice of catching and 
throwing or for interden competition. 


CORNER DODGE BALL 


Divide the players into four equal-sized groups. As- 
sign each group to a corner of the room. Appoint two or 
three “its” and give each a softball. Then have the “‘its”’ 
take a position in the center of the room where they try 
to hit as many players as possible as the players attempt 
to change corners. The change may take place on signal 
or whenever the Cub Scouts dare to run. When hit, a 
player becomes one of the “‘its.”” 


CHAIN DODGE BALL 


Divide the players into teams of five or six Cub’Scouts 
and arrange one team ina file with each Cub Scout grasp- 
ing the player in front of him around the waist, forming 
a chain. The other teams form a circle around the chain 
and try to hit the Cub Scout on the end of the chain 
with a ball. The players forming the circle may pass the 
ball around in any manner while those in the chain try 
to keep the Cub Scout on the end from being hit. Only the 
first Cub Scout in the chain may use his hands to bat the 
ball. When the end player is hit, he leaves the game. 
This continues until the team is eliminated. Each team 
should have a turn at being the chain. 


CATCH, THROW, AND SIT 


Line each den along the walls of the gymnasium or 
room or, if outdoors, form them in a hollow square, 
facing in. Station each denner 15 ft. in front of his den 
and give him a ball. Make a 3-ft. circle in which the 
denner must keep one foot. On signal, each denner 
throws his ball to the first player to the right of his line 
who catches it, throws it back, and then sits down. The 
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denner then throws to the second player, and so on until 
all players are seated. If any player or denner fails to 
catch the ball, he must recover it and return to his posi- 
tion before throwing. The group that has all its players 
seated first is the winning den. 


CENTER CATCH 


Arrange the players in a circle standing arm’s-length 
apart and have “‘it” stand inside. The players pass a ball 
from one to another while “‘it’’ tries to touch or catch it. 
If he touches or catches the ball, the last player who 
touched it is “it.” The ball may be passed across the 
circle at random or to the next player on either side. 


CIRCLE PASS GAME 


Have the Cub Scouts stand about 2 ft. apart in a 
circle with the leader in the center. They pass a ball 
around the circle from one Cub Scout to another, each 
passing to the boy on his right. When the leader blows 
a whistle twice, the boys pass the ball in the opposite 
direction. When he blows it once, the boy who has the 
ball at that moment must place his hands behind his back 
while the others pass the ball by him. The game con- 
tinues until there is no receiver. 


CROSSING THE RIVER 


With stones or stakes, mark out a “‘river’’ 10 ft. wide. 
Divide the den into two teams and have both teams on 
one side of the river. The Den Mother or den chief puts 
the ball in play by throwing it high into the air. Whoever 
catches it before it touches the ground shares its magic 
properties and is able to walk across the river. From the 
other side he throws the ball over to one of his own team 
while the others try to intercept the ball and gain passage 
across the river. Anyone stepping into the river in the 
excitement of the game loses a life. When he has lost 
three lives, he is considered drowned and is out of the 
game. The team that gets its members safely across first 
is the winning den. 
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GOOFY BALL 


Goofy ball is played on a softball diamond, using only 
a beanbag. The pitcher tosses the beanbag to the “batter,” 
who catches it and throws it anywhere on the diamond 
that he chooses. He may attempt to throw it over the 
heads of the fielders or drop a bunt close to the plate. The 
runner is out if his fly ball is caught or if he is tagged by 
a player with the beanbag. There are no force outs; even 
at first base, the runner must be tagged. 

Goofy ball is as exciting as softball, but does not pena- 
lize the small timid child or the poor batter. 


FOREHEAD BALL RACE 


Divide the group into teams and place them in columns 
of two. Give the first pair of each team a table-tennis ball 
to hold between their foreheads. On signal, they walk 
sideway to a turning point, return to the starting line, 
and pass the ball to the next two. The first team to finish 
the race wins. 


FUNNEL BALL 


Have the Cub Scouts take turns bouncing a tennis ball 
on the floor against a wall from a distance of 8 ft. and 
then catching it in a 4-in. funnel. Give each player five 
throws and score 3 points for each catch. 


GOLF APPROACH 


Prepare a smooth, level area on your lawn and sink a 
tin can in the center. Drive a peg in the ground close to 
the cup and tie a 40-ft. piece of string to the peg. Then 
tie ribbons on the string at 10, 20, and 30 ft. Each player 
drives a set number of golf balls from a good distance 
(about 100 ft.) and tries to come as close to the hole 
as possible. Use the string to measure the distance from 
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the hole. Score 10 points for balls in the hole, 5 points 
for those within 10 ft., 3 points for those between 10 
and 20 ft., and 1 point for the ones between 20 to 30 ft. 


CLOCK GOLF 


Draw a circle of 20 to 24 ft. in diameter on a level, 
closely mowed area of yard. Place markers around the 
circle representing the 12 hours of the clock. Sink a can 
for a putting hole somewhere within the circle but not 
in the center. Using a putter, each player putts from the 
one o'clock marker, then the two o'clock, and so on 
around the clock. The object is to ‘‘hole out’ from all 
the markers in the fewest number of total putts. 


CROQUET GOLF 


Lay out a course on a section of lawn with tin cans 
sunk at ground level. The holes may vary from 30 to 90 
ft., and hazards should be added or the course laid out 
to include natural hazards such as trees, shrubs, etc. Use 
croquet mallets and balls and follow the general rules 
of golf. Set par for each hole approximately as follows: 
par 2 for 35 ft. and under, par 3 for 35 to 70 ft., and par 
4 for 70 to 100 ft. 


LADDER BALL 


Rest one end of a long ladder on a chair with the other 
end on the ground. Each player in turn stands against the 
lowest rung and throws a volleyball or basketball through 
the holes in succession. He is allowed three tries for each, 
and, if he misses on any hole, he must start all over again. 
The first Cub Scout to go up the ladder without missing 
any hole is declared the winner. 


CALL SOCCER 


Divide the players into two teams and line them up, 
facing each other, about 30 ft. apart. Number the play- 
ers of each team from opposite ends of the line. Midway 
between the two lines, place a soccer ball or volleyball. 
The leader calls a number, and the two players holding 
that number run up to the ball, each attempting to drib- 
ble it or kick it back to his line. The player who kicks it 
to his line scores 1 point for his team. Then the leader 
calls another number. The first team with 10 points wins. 


ROLL BALL 


Drive a stick in the ground and establish a throwing 
line 60 ft. away. Each player takes three turns rolling a 
ball at the target stick. The one whose ball comes to rest 
closest to the stick is the winner. 
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SKIDDLES 


Draw a 30-in. square and set a pin on end at each 
corner and one in the center. (Use blocks that are 6 in. 
long and 2 in. thick.) Then about 60 ft. from the point 
of one corner of the square, draw a line from which the 
players take turns throwing three sticks (14 in. long and 
2 in. thick) at the pins. 

If a Cub Scout knocks over the pin nearest the line, 
score 1 point; the one to the right, 2 points; the one to the 
left, 3 points; the farthest one, 4 points; and the center 
pin, 10 points. 

The game is won by the first player who reaches 100 
points. 


STICK BALL 


Play a baseball game with a stick in place of a bat and 
a small rubber ball instead of a hard ball. Follow soft- 
ball rules or play the game as one-o'cat or catch-a-fly- 
you're up, etc. The teams may consist of five to ten 
players. 


SOCCER BOWLING 


Set up ten Indian clubs, bowling’ pins, or blocks of 
wood in bowling pin order. Kick a soccer ball or basket- 
ball at them from a line 25 to 35 ft. away. Keep score as 
in bowling. 


ONE O'CAT 


Use this variation of baseball when only a few players 
are available. When a hit is made, the batter must run 
to first base and return home before the ball is returned 
to the catcher who must touch home plate to put him out. 
When the batter is put out, he moves to right field and 
the players move up in rotation. But if a player catches 
a fly, he replaces the batter. 


CHAIN SOCCER 


Divide the group into two teams and line them up 
in the center of the playing field, facing each other, 
about 2 feet apart. Have the players hook elbows with 
those on either side of them to form a chain, Establish a 
goal line for each team on opposite ends of the playing 
area. Start the game by rolling a soccer ball between the 
two teams. By using their feet, the teams try to advance 
the ball toward their goal line without breaking the 
chain, The first team to kick the ball over the goal line 
wins the game or earns 1 point, depending on the time 
allotted for play. 


GET THERE FIRST 


Divide the players into teams and form parallel lines 
in a row. Then call for specific items to be placed at a 
designated spot. For example, when you call for a black 
shoe, the team that can place the black shoe in the desig- 
nated spot first gets a point. Be sure to select items that 
the boys will have in their possession. 


GRAND CENTRAL STATION 


Line up two rows of chairs or benches, facing each 
other, about 30 in. apart. Have Cub Scouts sit on benches 
and several stand between them. When you shout 
“change for (insert the name of a city) ,’” everyone must 
change seats. Those standing try to get a seat. When you 
shout “Grand Central Station—everybody transfer!” the 
Cub Scouts must go out the front end of the benches, run 
around to the back, and then hurry to find a seat. 


HILL DILL 


Form two lines facing each other. Have “‘it’”’ stand 
between the lines in the center and point out one player 
from each line who must try to change places. The one 
tagged in the attempt to get to the other side is “it.” 


THIRD SLAP AND RUN 


Form two lines facing each other about 50 ft. apart. 
Have one player from either line advance to the 9ppo- 
site side where the players hold their hands out, palms 
upward. A player who receives three slaps chases the 
slapper. If the slapper is tagged before getting back to 
his place in line, he becomes a member of the other side. 


TOUCH 


Divide the group into two teams and line them up, 
facing each other, about 6 ft. apart. The leader, standing 
at one end, calls the name of some object near at hand, 
and instantly all players run to that object, touch it, and 
return to their position in line. The first team with all 
its members back in line and at attention wins. Often 
the leader calls ‘‘me!”’ and runs. 
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BATTLE BALL 


Form two lines of Cub Scouts, facing each other, about 
50 ft. apart. Draw a line for each side to stand behind 
and then draw a center line between the two sides. Have 
each player place a tenpin or Indian club directly behind 
him on his line. Send a player to the center line to throw 
a volleyball, trying to hit a pin or to get the ball past his 
opponent’s line. When they recover the ball, one of their 
team tries to do the same. Score 2 points if a pin is 
knocked down, and 1 point if the ball goes over the end 
line. The thrower may not step over the center line and 
keeps the ball below the waist. 20 points is the game. 


BEANBAG SNATCH 


Line the boys up in two equal lines facing each other 
about 25 ft. apart. Number the players in each line from 
opposite directions. Put a beanbag in the center. Call out 
a number and that boy from each team races for the bag. 
The one grabbing the bag scores 5 points for his team. 
25 points is the game. 


BREAKING THROUGH THE 
SOUND BARRIER 


Divide the Cub Scouts into two teams. Team A joins 
hands and forms a line across the middle of the room 
or outdoor area. This line is the “‘sound barrier.” Team B 
sends one boy at a time hurtling toward the barrier in an 
attempt to break through. He may change direction at 
the last moment in an effort to get through at an un- 
expected point. If he makes it, score a point for his team. 
If not, score a point for the sound barrier team. When all 
boys of Team B have tried, the team having the most 
points wins. For the second game, let Team B be the 
sound barrier. 


CLUB SNATCH 


Form two lines, facing each other, about 25 ft. apart. 
Place an Indian club (or other object) in the center. 
Count off the players in each line from opposite direc- 
tions. The object of the game is for a player to snatch 
the club and get back to his side without being tagged 
by the one with the same number from the other side. 
Score 2 points if a player brings the club back without 
being tagged. Score 1 point to the other side if the 
snatcher is tagged. 


DISCUS THROW 


Have the Cub Scouts lie on their backs and in turn 
throw a shoe over their heads while holding it between 
their feet. The farthest toss wins. 


EVADE BALL 


Have two teams of about ten players line up, facing 
each other, about 40 to 50 ft. apart. Then line a third 
team up so that its members are in position to run be- 
tween the lines. Give each of the first two teams one or 
more volleyballs or soft-rubber balls. As each member 
of the third team runs between the lines, the other players 
try to hit him with a ball. Each hit counts 1 point against 
the running team. When all players of a team have run, 
rotate the teams. The team with the lowest score is the 
winner. 


THE FAST-MOVING GHOST TRAIN 


Line up all dens with the first Cub Scout wearing a 
sheet over his head. Each Cub Scout grasps the waist of 
the boy in front of him. On signal, all start walking 
quickly straight ahead, around a chair (placed in front 
of each den), and back. The second boy in each line 
guides his ghost who can’t see. The first den to return 
to its original position wins. If a group breaks into a run, 
they are disqualified. 


GARDENING 


Divide the den into two parallel lines about 10 ft. 
apart. Stand the den chief at the head to call the names 
of vegetables. When corn is called, the Cub Scouts are 
to grasp their ears. For onions, they hold their nose; on 
carrots, they point to their eyes. At cabbage, they place 
both hands on their head. With potatoes, they point to 
their eyes. The Den Mother referees to see which line 
responds first with the desired action. The first line to 
have all its members perform the correct action scores 
a point. The winner is the line that scores 10 points first. 
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FOX AND CHICKENS 


Line up the den one behind the other. See that each 
has his arms around the waist of the Cub Scout in front 
of him. The player at the head is called the ‘mother 
hen,” the others are “‘chicks.’’ One played called the 
“fox’’ stands in front of the line. On signal, the fox 
starts around the line trying to catch the last chick. The 
mother hen flaps her wings and follows the fox to pre- 
vent him from catching the chick. The others turn away 
from the fox as they keep in line with their leader. If 
the last chick is caught, he falls in behind the fox, and the 
game continues until all the chicks are caught. 


FIREMEN PACK MEETING GAME 


Choose one Cub Scout to be the fire chief. Line up 
the dens on a starting line 30 ft. from the goal line. Have 
the fire chief stand in the middle and call ‘‘Fire, fire, 
Station No. !” The den corresponding to the num- 


ber called runs to the opposite goal line and back. The 
first player to touch the fire chief’s hand trades places 
with him for the next game. On the call ‘‘Fire, fire, gen- 
eral alarm!” everyone runs. 


INJUN TOM 


Establish two base lines about 25 ft. apart. “It” stands 
on one line and the other players on the other. The fol- 
lowing dialogue takes place: 


Ir: Did you ever? 
PLAYERS: No, I never! 
Ir: See an Injun? 
PLAYERS: Injun who? 
IT: Injun Tom. 
PLAYERS: Tom who? 
IT: Tom Chase 
PLAYERS: Chase who? 
IT: Chase 


“Tt” then names a player who must run to the other goal 
while he runs out and tries to tag him. If he is tagged, he 


joins “‘it’’ and assists in tagging the others. Then the 
dialogue is repeated. 


LICKETY SPLIT 


Divide the players into two teams and line them up 
facing each other about 30 ft. apart. Number the players 
of each team from opposite ends of the lines. When the 
leader calls a number, the two players meet in the center, 
hold hands, and turn in a clockwise direction as fast as 
they can. When the leader shouts “‘Lickety split!’ the 
players release hands and run back to their places in line. 
The first to reach his line wins a point for his team, Con- 
tinue the game until all have had a chance to play. 


LINK PASS 


Divide the players into two lines, facing each other. 
Have them lock elbows with those next to them. Place 


ten pebbles on the floor near the first player in each line. 
On signal, these two each pick up a pebble and pass it 
to the next player in line who passes it on. The players’ 
arms must remain linked throughout the game. If a player 
drops a pebble, he must retrieve it without breaking the 
chain. The first player may start another pebble as soon as 
he is able to pick it up without breaking the chain. The 
first line to pass the ten pebbles to end of line wins. 


MARSHMALLOW RELAY 


Arrange the dens in parallel lines for a relay race. 
On signal, the first person from each line runs to the 
opposite end of the room where a dish of marshmallows 
has been placed. He takes one marshmallow, eats it while 
standing there, and then returns to the end of his line. 
Not until he has eaten his marshmallow and returned 
to his place does the next man run. The first line to finish 
first wins the game. 


O'GRADY SAYS 


The players, standing in rows, must execute commands 
preceded by ““O’Grady says’’ and stand motionless on 
other orders that are not so prefaced. Those moving at the 
wrong time or executing the command incorrectly must 
drop out (or have a point scored against them). The win- . 
ner is the last one standing (or the one with fewest 
points). 


RAFT RACE 


Line up the dens for a relay race. The first Cub Scout 
in each line is the ‘‘skipper.’’ He stands with each foot 
on a large pad of newspapers. The second Cub Scout is 
the “passenger” and he stands on the same papers with 
his skipper. On signal, the skipper bends over and grasps 
the papers with each hand. By shifting their weight and 
sliding the papers forward, the two boys maneuver 
themselves to the goal line without stepping off of the 
pads. On reaching it, the passenger runs back to his team 
with the newspapers and brings the next boy across the 


J The first team to cross the river wins. 
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SMILE 


Divide the group into two teams and line them up, 
facing each other, about 10 ft. apart. Name one team 
“heads” and the other “tails.’’ Then flip a coin and call 
out the side that turned up. If it comes up heads, the 
heads laugh and smile while the tails try to keep sober 
faces. The heads, of course, try to make the tails laugh. 
Any who do laugh must join the other team. Then flip 
the coin again. 


Nature Games 


BIRD HUNT 


While everyone stands in a circle, have several assist- 
ants pin on everyone’s back a paper with the name of a 
bird. Give each Cub Scout a pencil and a card. The object 
is to find out the names of as many birds as possible. 

Each player avoids showing his own back while he 
tries to read the other names. No one may stand still with 
his back against a wall or tree. 


HUNTER, GUN, RABBIT 


Divide the players into two teams. Ask them to select 
their leader and then secretly decide to portray—in any 
way they please—a hunter, a gun, a rabbit. When both 
teams are ready, have them line up facing each other 
for a practice round. On signal, both teams should imme- 
diately act out their charades. For example, the hunters 
may freeze in a stalking position. The “guns’’ may shout, 
“bang!” Or the ‘“‘rabbits’’ may put their hands to their 
ears. Then explain that guns defeat rabbits, because a gun 
can kill a rabbit; rabbits defeat hunters, because an un- 
armed hunter cannot catch a rabbit; and hunters defeat 
guns, because of the superiority of man over objects. 

After practicing the parts and after this explanation, 
begin the game. See that each team huddles around its 
captain, decides which part to play, and faces its oppo- 
nent for a showdown. Score 1 point for each victory. The 
first team to score 5 points wins. 


KNOW YOUR ANIMALS 


This makes a good gathering-time activity for Cub 
Scouts. As each arrives, hand him a sheet with the fol- 
lowing instructions and questions: 

If you can correctly fill out the blanks below in 30 
seconds, you re excellent. If it takes you 2 minutes, you're 
still pretty good. But if it takes you longer—well, better 
brush up on your animal lore. 

What is the natural home of each of the following? 

Lion. . . (den); pig . . . (pen); beaver . . . (hut); robin 
... (nest); bee... (hive). 

What animals or birds do the following? 

Chew cud... (cow); caw... (crow); bay .. . (hound); 
canter. . (horse); honk... (goose). 
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MATCH IT OR KNOW IT 


Divide the group into two teams. Allow each team 
15 minutes to collect nature objects (leaves, twigs, seeds, 
nuts, etc.) and to take them back to their side. Then have 
one Cub Scout from each team go to the opposite side 
with an article. If the opposing team can name it, award 
1 point; if they can match it from their collection, award 
2 points. The team with the highest score wins. 


NATURE SCAVENGER HUNT 


Divide the group into teams. Give each a list of nature 
objects to find within a given period of time. The win- 
ning team is one that finds the greatest number within 
the allotted time. 


I-FOOT SQUARE 


Divide the group into teams. Place a box or object over 
a piece of ground approximately 1 ft. square. Give each 
group 5 minutes to collect as many living things as pos- 
sible in that square. 


PASS AND TOUCH 


Form a circle with hands in back. Pass a series of nature 
objects (leaf, stone, twig, shell, thorn, cone, feather, 
etc.) from hand to hand around the circle. Have each 
boy identify the object by feel. After several items have 
been passed, see who can repeat (or write) the most 
items correctly. 


WHO AM !? 


Have one player pretend to be some figure in nature 
—a plant or animal. He tells brief facts about himself 
such as “I live along the seashore and am an animal.” 
The one guessing correctly becomes the new leader. 


Fun and 


Observation Games 


ADVERTISEMENT HUNT 


Give each Cub Scout, seated at a table, a popular maga- 
zine, containing a large number of advertisements. Have 
in mind several products that are advertised in these 
magazines such as toothpaste, automobiles, hair tonic, 
soap, motor oil, etc. Start the game by calling out the 
name of some products such as ‘‘toothpaste.”” The Cub 
Scout who first finds the proper ad, tears it out of the 
magazine and holds it over his head for inspection. If 
it is the right one, have him sit on it, and continue the 
game by calling for another. After a dozen or so calls 
find out who is sitting on the most advertisements. 


AN ALPHABET GAME 


Give each player, seated at a table, a sheet of colored 
paper, a toothpick, and two tablespoons of macaroni 
letters. The toothpicks are used to push the white letters 
quickly in place on the colored paper. On signal, the 
players are to begin making three-letter words. The one 
who makes the most words in a given time is the winner. 
(Sort the letters in advance so that the word possibilities 
are the same for all.) 


BARNYARD DIN 


Hide small objects, cutouts, or wrapped pieces of 
candy around the room. Form two teams—the “‘cats”’ 
and the ‘‘dogs’’—each with a leader. On signal, individ- 
ual players begin hunting for the hidden objects. But only 
the leader may do the retrieving. When a cat discovers 
an object, he “‘meows”’ loudly to attract the attention of 
his leader. If the group is large, form additional teams 
of “‘chickens,” “sheep,” or donkeys.” The team that 
recovers the most objects in 5 minutes wins. 


WHAT'S IN THE BAG? 


On eight paper sacks (Nos. 4 or 5) print one letter of 
Boys’ Lire. Place an object that begins with the letter 
on the bag in the bag. String up the sacks so that they 
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spell out Boys’ Lire. Give each person a card with the 
letters Boys’ LIFE printed vertically so that he can write 
what he thinks is in each bag after feeling the objects. 
Give prizes to those who get. correct answers or to the 
one who gets the most correct. 


BUZZ-FIZZ 


Start the game by having the first player say ‘‘one,”’ 
the next player to him say ‘‘two,” and then, “three,” 
and so on. But when a player comes to five or a number 
with five in it, he says, “‘buzz.’’ And when a player comes 
to seven or a number with seven in it, he says, “‘fizz.” 
For instance, fifty-seven would be “buzz-fizz.’’ When a 
player misses, he drops out and the next one starts over 
with “‘one.’” When older boys are playing, the multiples 
of five and seven should be included. 


CELEBRITIES 


Cut out of papers and magazines pictures of noted 
athletes, statesmen, preachers, soldiers, and authors and 
paste them on numbered cards for the boys to guess their 
names. The boy who makes out the largest correct list 
wins a prize. This game can be varied by using pictures 
of wildlife or any category. 


< Sore 
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CHRISTMAS CANDY HUNT 


Prior to the meeting, hide pieces of cellophane- 
wrapped Christmas candy around the room. Tell the Cub 
Scouts they can pick up only one piece at a time and must 
bring it to their denner before getting another. The team 
with the most pieces in a given time wins. 


EMPTY POCKETS 


Without telling anyone in advance, offer a prize to 
the one who can produce the largest number of articles 
from his pockets. Ask each one to spread the articles 
on the table in front of him and have two or three judges 
look over the collections and make a list of the articles 
produced by the prize winner. Read the list to the group. 


CRAZYBONE 


The idea of this game is to discover how many objects 
each player can identify by touching them with his elbow. 
Gather together such things as an eraser, a ring, a penny, 
a pencil, a-small wire spring, a piece of sandpaper, a 
grape, a bobbypin, etc. Let none of the players see them 
in advance. Have each player roll up his sleeve and place 
his arm on the back of his chair. Then pass behind and 
hold one of the objects against their elbows, one at a 
time, and let them all write down what they think the 
object is. The player with the most correct answers wins. 


| SPY SANTA 


Before the group arrives, hide a small statue or pic- 
ture of Santa Claus in the room. Announce that Santa is 
somewhere in the vicinity and everyone is to look for 
him. When a player locates the replica, he should not 
give away the location but should whisper its location 
to the leader, be seated, and watch the others look. 


FINDING WORDS 


From the word “‘Cubmaster,’ have the Cub Scouts 
write down as many complete words that they can. 


FOLLOWING DIRECTIONS 


Duplicate the following and test the ability of your 
Cub Scouts in following directions. 


1. If youever sawacow jumpoverthemoon, 1 
write ““V”’ in spaces 2, 3,18, 19. If not, write 2 
“L” in these spaces. 3 
2. If ““X”’ comes before “H” inthe alphabet,  4.____ 
write ‘‘Z’’ in space 16. If it comes after “H,” 5 
write “W.”’ 6 
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3. If 31,467 is more than twelve dozen, write 7. 
“G” in spaces 8, 12. 8. 


4. If you like candy better than mosquitoes, 9. 
indicate with an ‘‘O”’ in spaces 13, 14. If not, 10. 
better consult a psychiatrist at once. Les 
5. Closing one eye and without counting on 12. 
your fingers, write the fifth letter of thealpha- 13.____ 
bet in space 11. 14. 
6. If Shakespeare wrote ‘“Twinkle, Twinkle, 15. 
Little Star’’ put ““O” in spaces 9 and 17. 16.___ 
Otherwise ‘‘I.” V7. 
7. If white and black are opposites, write 18. _ 
“V" in space 10. If they are the same color, 19. 


write nothing. 

8. If sixteen quarts make one pint, draw an 
elephant in space 7. @therwise, write ‘‘S.”’ 
9. If summer is warmer than winter, put a 
“U” in space 5 and add an ‘‘A”’ in space 1. 
10. If you think this is foolish, write the 
third, second, and fourth letters of the alpha- 
bet in spaces 4, 6, 15, respectively. Now read 
the message—it makes sense! 


GUESS WHO THE LEADER IS 


Choose a boy to be “it” and send him from the room. 
Then form a circle and choose a leader who remains in 
the circle and originates various actions for all to copy. 
When “it” comes in, all the boys make the same mo- 
tions initiated by the leader. They change motions only 
when he changes them. “‘It’’ stands in the middle of the 
circle and tries to guess who the leader is by spotting the 
instigator. When he guesses correctly, he joins the circle, 
the leader becomes “‘it,”’ and a new leader is chosen. 


GUESSING THE SPOT 


Show a series of photographs or sketches of scenes 
in the neighborhood that would be familiar to everyone 
such as an unusual statue, building, or tree; a striking 
landscape or farm; a bridge; train station; or air ter- 
minal, etc. See who can be the first to write the correct 
answers. 


GREEN LIGHT, RED LIGHT 


Stand the Cub Scouts at one end of the room or play- 
ing area and a leader at the other end, wearing a red 
disk in front and a green disk on back. When the leader 
turns and shows green, the Cub Scouts may steal for- 
ward. But if anyone is seen moving as the leader turns 
to show red, the player goes back to the end of the room 
and starts over. The first one to touch the leader takes 
his place, and the game continues. 


HAT GAME 


Any number can play. Arrange the players in a close 
circle, facing in, each wearing a cap. Choose one to be 
the sergeant and have him stand in the middle of the 
circle where he gives orders and watches for mistakes. 

At the beginning of the game, each player puts his 
left hand on the head of the player to his left. When 
the sergeant commands “‘Shift caps, right!’’ each player 
quickly takes his neighbor's cap and puts it on his own 
head. When the sergeant again calls “right!” each 
player again transfers the cap of his neighbor to the 
left to his own head. 

The sergeant may snap out the commands “Right! 
right! right!’ as fast and as many times’ as he wishes, 
and with each such command everyone tries to follow 
his directions. Then, suddenly, the sergeant may com- 
mand “Shift caps, left!’’ and each player must reverse 
the procedure. Or the sergeant may suddenly call “halt!” 
and all action must stop immediately. 

If at the command to halt, any player caught without 
a cap on his head or two caps on his head or with a cap 
in his hand must drop out of the circle. The clever ser- 
geant will watch for moments when someone drops 
a hat or becomes confused and then catch him by calling 
for a halt. He may also give orders very slowly and then 
speed them up to confuse the players. The game con- 
tinues with the same sergeant until only one player is 
left, and he becomes the next sergeant. 


HE WHO CAN'T DO THIS, 
CAN'T DO MUCH 


Stand one player in front of the group. He clears his 
throat, takes a yardstick, and taps the floor while moving 
his feet, saying, ““He who can’t do this, can’t do much.” 
The players will try to imitate the taps on the floor and 
the moving of the leader’s feet, but the secret is the 
clearing of the throat. If a player doesn’t clear his throat 
first, he hasn’t caught on to the trick—and can’t do much! 


THE HIDDEN OBJECT 


Send boys out of the room. Take a thimble, ring, coin, 
bit of paper, or any small article and place it where it is 
perfectly visible but in a spot where it is not likely to be 
noticed. Let the boys come in and look for it. When one 
of them sees it, he should quietly sit down without in- 
dicating to the others where it is. After awhile, if no 
one else has found it, have him point it out to the group 
to make sure he really saw it. 


HOT CHESTNUTS 


Arrange players standing in a circle. Pass a few ob- 
jects rapidly around circle. When a whistle blows, any 
player who has an article is ‘‘poisoned”’ and drops out of 
the circle. (For a large crowd, use several objects.) 


KIM'S GAME 


Arrange twenty objects in an orderly fashion. Have 
the Cub Scouts study the objects in absolute silence for 
60 seconds. Then each player returns to his seat and 
writes the names of as many objects as he can remember. 
The one who names the most objects wins. 


WHAT'S GONE? 


Arrange a set of flash cards, on which are numbered 
from 1 to 20, in miscellaneous order across the front of 
the room. Ask the players to stand and face the rear of 
the room. Then remove one of the cards and suddenly 
call, “look!” The one who first calls out the missing 
number scores 1 point. At the end, the player with the 
most points is the winner. 


UIZ GAME 
For laughs, ask the Cub Scouts these questions: 


1. At what time was Adam born? 
A little before Eve. 


2. What is it that can run and can’t walk and has a 
tongue and can’t talk? 
A wagon. 


3. On which side is a pitcher handle? 
Outside. 


4, What is the best bet ever made? 
Alphabet. 


5. What increases in value when it’s turned upside 
down? 


The figure 6. 


6. What is it that can’t talk but nevertheless always tells 
you the truth? 
A mirror. 


7. In what western city is a boy calling his mother and 
laughing? 

O-ma-ha. 
8. What insect can be found in school? 

Spelling bee. 


MOTHER'S PIE-PLATE CONTEST 


At a pack gathering, have the mothers try to balance 
a pie plate on their heads while their sons place three 
marbles in it. The first team to do it wins. 


THE MYSTIFYING READER 


Give all the Cub Scouts a slip of paper—each the same 
size and shape as the others. Then ask everyone to write 
a short sentence of four or five words. The words should 
be written plainly and should not be shown to any other 
person. Then instruct them to fold their papers and bring 
them to someone previously selected to act as the “guard- 
ian.” No one, not even the guardian, should attempt to 
read the papers. Ask the guardian to hand you one of the 
papers, still folded. As you gravely close your eyes, place 
the folded paper against your forehead and remain a 
moment in deep thought. Then call out any sentence that 
has occurred to you and ask who wrote it. One of the 
Cubs, who is an accomplice, and who did not write a 
sentence, admits authorship of the sentence. Then un- 
fold the paper, apparently to verify his announcement 
(and read the sentence to yourself). Then place the 
paper in your left hand and ask the guardian for another. 
Repeat the same preliminaries and then call out the 
words written on the previous paper, which you have 
had the opportunity to read. This will be a bona fide 
answer and one of the guests will have to admit writing 
the sentence. Keep the performance up in this manner 
until all the players’ slips of paper have been read. In 
order for the trick to be successful, the accomplice must 
be careful to conceal from the audience the fact that he 
has not included a sentence in the collection given to 
the guardian, 
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OBSERVATION 


Show twenty or thirty articles or magazine adver- 
tisements to each person for a certain length of time. 
Then give each player a sheet of paper on which to list 
the number of each article or picture and what he te- 
members it to be. The player with the largest number of 
correct guesses wins. 


AN OBSERVATION GAME 


Line up the pack by dens facing two chalked circles 
about ten paces from the starting line. In one of the 
circles, arrange in a pattern miscellaneous articles such as 
a bottle, a book, a knife, whistle. On signal, have the den 
run, pick up the articles from the first circle, and place 
them in identical positions in the second circle. The next 
den should run and, in the same way, return the articles 
to the first circle and so on. Count accuracy of position 
and speed to determine the winning den. 


PREDICAMENTS AND REMEDIES 


Divide the group into two teams and seat them on 
opposite sides of the room. One team presents the pre- 
dicaments and the other the remedies. On the predica- 
ment side, each player whispers a predicament to the one 
on his left. On the remedy side, each whispers a remedy 
to the one on his left. Thus, no player is the author of 
his own predicament or remedy nor does anyone know 
whether the remedy will fit or not. Have the first player 
state his predicament and the opposite player on the 
remedy side answer with his remedy. Examples recorded 
at a recent game are: 


Predicament: What would you do if your dog was 
sick? 

Remedy: Throw a bucket of water on it. 

Predicament: What would you do if the steak was 
was tough? 

Remedy: Shoot him on sight. 

Predicament: What would you do if the mule balked? 

Remedy: Clean out his carburetor. 

Predicament: If your car killed a man, what would 
you do with the body? 

Remedy: Send it to the cleaners. 


RAILROADING 


Have the first boy start by spelling the word “‘rail- 
roading.” Then the second boy spells a word starting 
with G, the last letter of railroading. Each boy starts his 
word with the last letter of the preceding word. If a 
boy misspells a word or uses a word already spelled, he 
is out. Continue until one boy is left. 


QUICK LINEUP 


Arrange the players in four lines, forming a square. 
Have them fall in with the tallest Cub on the right 
in each line. Then stand in the middle of the square and 
inform the group that regardless of where you go and 
stop on the field, the No. 1 line should always be behind 
you and the No. 4 line to your right. Move around within 
the square and then stop facing a new direction. The side 
forming a new line in the proper place and order the 
fastest, scores 1 point. The side scoring 5 points first wins 

the game. 


READING TEMPLES 


For a novel trick, appoint an accomplice and send 
him out of the room. Tell the group that thoughts can 
be transmitted by feeling one’s head. Have the group 
decide on a number between one and ten and then recall 
the accomplice. Tell him to place his hands on your 
temples and, after “serious concentration,’’ name the 
number. (You can transmit the number by tightening 
and relaxing your jaw the required number of times 
giving a movement of your temples that can be felt but 
not seen. ) 


SCRAMBLED WORDS 


Give each player a list of words with the letters 
scrambled. The first player to unscramble the letters and 
form the words is the winner. Or set a time limit, and the 
player getting the most words is the winner. 


SIMON SAYS 


Line the boys up with the den chief or denner serving 
as leader. When he announces ‘Simon says, do this”’ 
(hands on hips or one step forward, etc.) the boy who 
does not follow the order correctly is out of the gamie. 
If a player follows an order not preceded by “Simon 
says,” he, too, is automatically out. The last boy up then 
becomes the leader. The faster the orders are given, of 
course, the more fun the game becomes. 


STOP ME IF I'M WRONG 


Read the following story slowly. Whenever a boy hears 
something wrong, he stops and tells what it is. For every 
correct stop, score a point for the boy. For every clear 
miss, score a point for yourself. 

“Cub Scout Tommy wasn’t ina hurry, so he came down 
the stairs only three at a time. He was headed for his 
weekly pack meeting held each Tuesday morning at the 
den chief's home. Tommy was a Bearcat Cub Scout, 


twelve years old. He was eating all he could these days, 
because his Cub Scout Promise said something about be- 
ing round. Tommy wanted to be a Boy Scout someday 
so that he could be a Webelos. He kept saying over and 
over “The Cub Scout leads Akela. The Cub Scout helps 
the pack eat. The pack helps the Cub Scout play. The 
Cub Scout gets good will.’ 

“He liked to say the Cub Scout motto ‘Do a Good 
Turn Daily.’ He liked all his leaders, especially his pack- 
master, the den father, and the den aunt. His favorite 
achievement was Electricity, and his favorite elective 
was yo-yos. Someday he knew he would become a denner 
and have a Cub Scout pack of his own.”’ 


THINK FAST 


Divide into two groups. Ask the following questions, 
and, after each, score a point to the side that gives the 
correct answer first. 

What letter is a beverage? 

What letter is a bird? 

What letter is a vegetable? 

What letter is a question? 

What letter is a clue? 

What letter is a body of water? 
What letter is a sheep? 

What letter is a slang expression? 
What letter is a verb of debt? 
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TRAVEL TREASURE-HUNT GAME 


Make several lists of ten items that might be seen 
along the street or highway such as a large oak tree, 
church steeple, school, bridge, red barn, silo, power line, 
white house, feed store, and stone gate. The first boy to 
see all the items on his list is the winner. 


CUB SCOUT UNIFORM GAME 


When preparing for a uniform inspection, have the 
denner slip in with his uniform rearranged in the fol- 
lowing manner and let the Cub Scouts tell what is wrong: 
. Cap on backwards. 

. Campaign button on cap. 

. Wearing den chief cord. 

. Service star on neckerchief. 

. Neckerchief twisted into a roll. 

. Neckerchief tied around the neck. 
. Belt buckle worn on one side. 

. One sleeve rolled up. 

. Button unbuttoned. 

. Pocket turned inside out. 
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Physical Fitness 


ANKLE WALK ~ 


Have every one bend until he can grasp his ankles, 
then walk in a straight line keeping his knees stiff. 


ARM AROUND LEG 


Tell the boys to stand with their feet about 6 in. apart, 
bend their knees, swing their right forearm around the 
right leg and then forward between their legs, then 
across in front of the right leg and touch the floor out- 
side of their right foot. 


‘ BALANCE WITH CLOSED EYES 


Instruct the group to stand upright, placing their right 
foot in front of the left foot and raise their arms side- 
ward. With their eyes closed, they should see how long 
they can maintain their balance in this position. Alter- 
nate the left and right foot forward. 


BALANCE AND DIP 


Lead the Cub Scouts in doing deep knee bends with 
their hands on their hips and a book on their heads. 


 Adivities 
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CHINESE GETUP 


Two players sit on the floor back to back with their 
arms locked. Without letting go, they are to stand erect. 
This is done by bringing the feet close to the body and 
pushing back against back. 


DEEP BOW 


Have the Cub Scouts place both hands on the floor 
in front of their left foot and extend their right leg 
backward. They touch their head to the floor and then 
stand erect without losing balance. They reverse their 
feet and repeat the deep bow. 


DIZZY 


Instruct the Cub Scouts to hold their left ankle in back 
of their right leg with their right hand. Then have them 
hop, making three turns in place without losing their 
balance. Tell them to try it by hopping on the left leg. 


CROSSING THE CHASM 


You will need a pipe or rope about 10 ft. long, 
fastened high enough so that when boys hang by their 
hands, their feet will not touch the ground. Divide the 
players into two teams and station them at opposite ends 
of the pipe or rope. On signal, first player of each team 
starts “‘walking’’ across the pipe, hand over hand, pass- 
ing each other en route. When a player drops off at the 
other end, the next boy starts across. The first side to 
cross the chasm is the winning team. 


CUT THE CANE 


The player holds one end of a cane in his right hand 
with the other end resting on the floor. He releases the 
cane, swings his right leg over the top of the cane, and 
grasps it again with his right hand without allowing the 
cane to fall. Repeat the stunt with the left hand or left 
leg or with the leg swinging in a different direction. 


FITNESS CIRCLE GAME 


Form a circle as large as the room permits, all facing 
the same direction. Give instructions for various activ- 
ities as follows: 


ANKLE HOP 


Tell every one to stand erect, and then take a squat 
position, grasp his ankles, and hop forward four times 
without breaking the ankle grip. Then have them turn 
around and repeat, hopping back to their original places. 
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1. Start walking in the circle—and keep walking be- 
tween the following exercises. 

2. Start hopping. 

3. Make yourself as small as possible and continue walk- 
ing. 

4, Make yourself as tall as possible and continue walk- 
ing. Now, reach your hands high over your heads. 

5. Bend your knees slightly, grasp your ankles, and con- 
tinue walking. 

6. Walk as if the heel of one foot and the toes of the 
other were sore. 

7. Walk stiff-legged. 

8. Squat down and jump forward from that position. 

9. Walk on hands and one foot with the other leg held 
high, imitating a dog with a lame foot. 

10. Walk forward at a rapid pace (don’t run) while 
swinging your arms vigorously. 

11. Take giant steps. 

12. Walk forward, raising your knee as high as possible 
on each step. 

13. Run, lifting your knees high. 

14. Walk on your hands and feet. 


FROG HANDSTAND 


Tell the Cub Scouts to squat and place their hands 
flat on the ground between their legs. They lean for- 
ward slowly, shifting the weight of their bodies onto 
their hands and elbows until their feet swing free of the 
ground. They should keep their heads up and point their 
toes backward. (This is also the first step in learning 
the handstand. ) 


FROG HOP 


Line up the Cub Scouts and have them take a squat 
position, feet pointing slightly outward. Then tell them 
to place their hands on the floor with their elbows slightly 
bent, their arms between their knees. They should then 
take short hops by putting their hands just ahead of their 
feet and then bringing their feet up to their hands. 


GREET THE TOE 


See if the Cub Scouts can touch their forehead with 
their right toe while standing on their left foot. 


HAND WRESTLE 


Have the group pair off, and have the contestants toe 
opposite sides of a line. On signal, they shake hands, then 
each tries to pull his opponent over the line. The first to 
pull his opponent off balance is the winner. 


CANE SNATCH 


The player holds the top of a cane with one hand, the 
other end resting on the floor. He releases the cane, turns 
entirely around, and grasps it again before it falls. 


HOOK ON 


Pick out four boys and send them to the far side of 
the playing area. Have the others line up along the wall 
or starting line. On signal, they should rush at the four 
and try to hook on to one of them. Any one who succeeds 
in grabbing the waist of one of the four tries to prevent 
any one else from hooking on. But if someone does, then 
he is part of the chain. When all have finally hooked on, 
line with fewest in it wins. Pick the first four of that line 
to be the next loose players. The trick of the game is to 
keep the back end of the line away from those trying to 
hook on. 


HOP AND TURN 


Tell the group to hop in the air, make a half turn to 
the right, and land lightly on their starting place. Then 
have them vary the stunt by making a full turn. Repeat 
by having them turn to the left. 


HOPPING—CROSS FEET 


See if the group can hop up on both feet, cross the 
right foot in front of the left, and land on their toes with 
their heels together. Then have them reverse feet. 
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HUMAN ROCKER 


Ask the Cub Scouts to lie face downward, grasp their 
ankles, and rock their bodies backward and forward on 
their thighs and chests. 


INDIAN HAND WRESTLE 


Have two Cub Scouts stand facing opposite directions 
with the side of their right feet touching each other. 
They clasp their right hands directly over the center of 
their feet. On signal, the wrestlers should try to throw 
each other off balance by pushing, pulling, or swinging 
their hands. A player loses if either foot moves from 
place. 


INDIAN SHINNY 


Use a broomstick about 30 inches long, a ball of rags 
—grapefruit size—covered with tape, and two goal 
stakes 10 feet apart at each end of the playing field. 

The ball is placed in the middle of the field, and the 
teams start to bat it, as in hockey. No one can touch the 
ball with his hands. The first team to drive the ball 
through the other team’s goal wins. 


KNEE DIP 


Tell the players to stand on one foot and grasp the 
other foot behind their backs with the opposite hand. 
They should try to touch the bent knee to the floor and 
return to a standing position without losing balance. 


KNEE JUMP 


On signal, have everyone jump to his feet from a 
kneeling position. 


KNEEL 


See if the Cub Scouts can kneel on both knees and re- 
turn to standing position with their arms folded behind 
their backs. They must not move from their position on 
the floor or lose balance. 


NOVELTY WALK 


Tell the boys to walk by swinging their right foot 
behind their left leg and then moving it as far forward as 
possible on left side. Then take the same type of step 
forward with the left foot and walk in this manner. 


RISING SUN 


Arrange the group seated on the floor with their knees 
bent and feet close to their bodies. Have them rock back- 
ward and forward and try to stand. 


PEPPER GRINDER 


Have the group start from a sitting position and then 
support themselves on one hand. See if they can walk 
in a complete circle around the supporting hand, keeping 
their bodies in a straight line. 


PICKING UP A MATCHBOX 


Have each player in turn put a broomstick behind 
his knees, bring his arms behind it, place his hands on 
the ground in front of him, and then pick up a matchbox 
in his teeth from this position. 


POLE STUNT 


See if the Cub Scouts in turn can hold one end of a 
long pole against a wall about 2 ft. from the floor and 
then, without letting go of the pole, without moving the 
end of it from the wall, and without falling, move his 
entire body beneath the pole from one side to the other 
while keeping the pole parallel to the floor. 


PULL-UP 


Sit two opponents on the ground, facing each other, 
with the soles of their feet touching. Have both grasp a 
broom handle or bat in both hands. On signal, each 
should try to pull the other off the ground or make him 
break his hold. 


ROOSTER FIGHT 


Give each boy who wants to be a “‘rooster”’ a stick 
about 18 in. long. Have him place it behind his knees 
and grasp it with both hands between his knees and then 
bend his body forward in a jackknife position. Draw a 
circle for the roosters to stay in while they try to knock 
one another down. If a rooster knocks another one down, 
he gets 5 points. At the end of a given time, each one 
standing gets 10 points. 


BICYCLE RIDE 


Tell everyone to lie flat on his back and raise his feet 
as high as possible. Then, placing his hands under his 
hips, he should support his body weight on his shoulders 
and elbows. From this position he pumps his feet as if 
peddling a bicycle. 


CRAB WALK 


From a squat position the boys reach backward and 
put their hands flat on the floor without sitting down. 
They walk forward, keeping their heads and bodies in a 
straight line. 
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SKIN THE SNAKE 


Line the group up in single file. Have each boy stoop 
over and place his right hand between his legs and grasp 
the right hand of the boy in front of him with his left 
hand. When all are ready, the last boy in line should lie 
on his back while the line moves back over him. The 
next boy then lies down and so on until every boy is 
lying down. The last one to lie down then raises to his 
feet and strides forward, each following in turn, until all 
are back in their original positions. 


SIT AND TOUCH 


Have the Cub Scouts sit in chairs and bend sideward 
to the right and touch the floor with both hands. They 
return to an erect position and bend toward the left. They 
repeat up to eight times, making the action continuous. 


STEADY BOY 


See if any one can hold his left ear with his right hand, 
his right foot with his left hand, and then bend over and 
pick up a handkerchief from a table with his teeth. Then 
have the boys try it holding the right ear with the left 
hand and the left foot in the right hand. The lower they 
go the harder it is. Low man wins the game. See if any- 
one can pick it up from the floor? Steady there! 


STICK BALANCING 


Run contests to see who can keep a broom handle in 
balance for the longest period of time. Determine the 
toe-, chin-, or head-balancing champion. 


STORK STAND 


Have everyone stand with hands on hips, place one 
foot against the inside of the opposite knee while bending 
the raised knee outward, and count to ten without mov- 
ing from place. 


STRENGTH OF ABDOMINALS 


Have the Cub Scouts lie flat on their backs with their 
fingers interlaced behind their heads and see how many 
sit-ups each can do in 1 minute. 


STRENGTH OF ARMS 


See how many push-ups each Cub can do, 


NO HANDS 


Tell everyone to fold his arms, lie down on the floor, 
and get up without using his elbows or hands. 


BALANCE 


Try your Cub Scouts in walking on bricks, stones, or 
blocks of wood while balancing a staff horizontally on 
the head. Add a simple act of dexterity such as throwing 
a ball into the air and catching it. 


THE SQUAT JUMP 


Have every one do a full squat with his weight on his 
toes and, from this position, jump forward a number 
of times. Then tell everyone to stand up and walk. Alter- 
nate these squatting, jumping, and walking actions. 


TUG OF WAR 


Stretch a rope out on the lawn. Mark its center with 
a ribbon. Draw lines on the ground 4 yds. apart at right 
angles to the rope. Divide the group into two equal 
teams. On signal, have the teams pull from either end of 
the rope. The first team that pulls the ribbon past its line 
is the winner. 


SEAL WALK 


Have your Cub Scouts hold their weight on their hands 
and toes, keeping their backs flat, and then move forward 
by walking with their hands. 


THROWING AND CATCHING 


Pair the group off and have the partners hold staffs 
horizontally with both hands and both toss their staffs to 
each other simultaneously, one overhand and one under- 
hand. Have them do the same thing with a ball. 


STICK TWIST 


Have every one grasp a broom handle or stick in both 
hands, palms down, and hold it horizontally in front of 
him. Then he lowers the stick and steps over it. Without 
letting go, he moves the stick up his back, over his head, 
and back to where he started. He'll have to twist his arms 
a little to complete the circuit. 


MEASURING WORM 


Tell every one to support his body on his hands and 
feet with his legs extended backward. Keeping his hands 
in place and his knees stiff, he should walk on his toes 
with short steps until his feet are near his hands. Then, 
without moving his feet, he walks forward on his hands 
with short steps until his original position is attained. 
Have him continue walking alternately with his feet 
and hands. 
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HEEL CLICK 


Line the group up and have them stand with their feet 
apart. They should jump upward, strike their heels to- 
gether, and land lightly with their feet apart. 


STICK WRESTLE 


Have two Cub Scouts, facing each other, grasp a staff 
horizontally above their heads. They alternate their hands 
on the staff and place their feet wide apart. They tighten 
their grip and slowly twist the staff between them. The 
boy whose hands slip off the staff is the loser. 


BACKWARD BEND 


See who can grasp a broomstick with both hands and 
place his hands in front of his face with the broomstick 
projecting vertically above his head, and then bend back- 
ward far enough to touch the floor with the end of the 
broomstick. 


THREAD THE NEEDLE 


Tell every one to make a loop with his arms by clasp- 
ing his hands in front of him and then to step through 
this loop, first with one foot and then the other. Now 
reverse the action. 


BALANCING 


Have each boy balance a staff on his head. Then kneel. 
Stand up. Walk forward, backward, to the right and to 
the left. Then have him balance the staff vertically on 
one foot and kick it into the air and catch it in one hand. 


TIRE OBSTACLE RACE 


Make an obstacle course by placing automobile tires 
in alternate rows, just touching each other. Have the 
contestants start a few yards in front of the first tire, run 
through the course stepping in each tire, then race to a 
finish line a few yards away from the last tire. Use about 
a dozen tires. 


TIRE OBSTACLE RELAY 


Place five automobile tires on their sides in a row, all 
touching. Divide the players into two teams and station 
the teams in relay formation about 20 ft. from each 
end of the row of tires. On signal, the leadoff players for 
each team run over the tires, stepping in each one. When 
they get back over the last tire, they turn right and run 
back and touch the next player on their team. The first 
team finishing is winner. 


Quiet Den Games 


ALPHABET TEST 


The first boy is to start by saying a word that begins 
with A. Each boy in turn is to say a word beginning with 
A. If he can’t, after a given time, he drops out of the 
game. The next time the letter B is used, and so on. 


ART CONSEQUENCES 


Give each boy a pencil and paper and have him draw 
the head of a man, woman, or child. After he draws the 
head, he folds the paper so that only the neck shows. 
Each paper is then passed on to the next person who 
draws the shoulders, folds the paper, and passes it on. 
The others follow, adding the waist, hips, legs, and feet. 
All of which is, of course, preliminary to opening the 
completed drawings and passing them around. 


BEANBAG PICK 


Arrange the players around a table or kneeling in a 
circle on the floor. Give each a saucer with two toothpicks 
and twelve beans. On signal, the contest is on to see who 
can be the first to lift out five beans. 


BLOWBALL 


Seat the Cub Scouts at a table that is small enough to 
place them close together. Put a Ping-pong ball in the 
center of the table. On signal, the Cub Scouts, with their 
chins on the table and their hands behind them, attempt 
to blow the ball away from their side of the table. If the 
ball falls on the floor, return it to the center of the table 
and continue the game. 
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CHANGE CARS 


Prepare for the game by fastening a picture of dif- 
ferent types of railroad cars (such as a refrigerator, stock, 
gondola, or tank car; caboose; tender; or locomotive) to 
the back of each chair. Have each Cub Scout check the 
name of the car on his chair and sit down. Choose one 
boy to be “‘it’” and have him stand in the center of the 
circle of chairs. When the names of two cars are called, 
the boys in these chairs must exchange seats while ‘‘it”’ 
tries to gain possession of one for himself. The boy left 
without a chair becomes “‘it.”’ 


BEANSHOOTER 


From a distance of about 4 ft., have the players try 
to blow wooden safety matches into a small pan set on a 
table. They place them, one at a time, in the end of a soda 
straw, take careful aim, and blow. Score 10 points for 
each match in the pan. 


BOTTLE CLOTHESPIN 


Place a milk bottle upright on the floor. Give each 
participant in turn ten clothespins and have him stand 
over the bottle. By holding the pins at eye level, he tries 
to drop them one at a time into the bottle. Keep score 
on the number of pins each Cub Scout drops into the 
bottle. 


CARD TOSS 


Place a man’s hat on the floor about 6 ft. away from 
a chair, Have each player in turn sit in the chair, take a 
pack of playing cards, and toss them one at a time at the 
hat. It looks easy, but if a beginner gets more than five 
cards into the hat on the first try, he is doing well. 


ELECTRIC SQUEEZE 


Have all the players hold hands in a circle and desig- 
nate one to start the “shock” going by squeezing the hand 
of the player to either the right or left of him. That 
player passes it on. The shock may move in either direc- 
tion; at any time a player may send it back the other way. 
“It” watches the faces and hands of the players closely 
trying to detect the location of the shock, When he 
guesses correctly, the player caught becomes “‘it.” 


CHOCOLATE-BAR GAME 


Provide one chocolate bar, a baby bib, a doll’s knife 
and fork, a breadboard, and a pair of dice. Have the first 
boy put on the bib and start cutting the chocolate bar 
into small pieces and eating with the fork (no fingers) 
while each boy has a turn at rolling the dice. Whenever 
a six comes up, the boy who rolled it gets the bib and 
candy, etc. 


COOTIE GAME 


Cover a small cube with plain paper and write one 
of the following letters on each side: A for antenna, B 
for body, T for tail, L for leg, H for head, E for eye. Then 
give each player a pencil and paper. 

Allow every one a turn at shaking the cube. If he 
shakes a B he draws a body on his paper. He may con- 
tinue until he shakes a letter standing for a part of the 
“cootie’’ that he cannot draw yet (or has completed). 

For example, if he shakes a letter B and draws the 
body, then on the next turn shakes an A, he loses the 
cube to the next player because he cannot draw an an- 
tenna until he has a head. No one may begin to draw 
until he shakes a B. 

A player wins when he has drawn a complete cootie, 
consisting of one body, one head, one tail, two antennae, 
two eyes, and six legs. With larger groups, it is advisable 
to allow each player only one turn with the cube and 
then have him pass it on. Or divide the group into two 
teams, have two:cubes, and see which side can draw a 
cootie first. 


CRAZY ARTIST 


Form teams for a relay drawing contest. Provide each 
team with a piece of chalk. The object of the game is for 
the entire team to draw a house, each player drawing no 
more than two straight lines. Have a player from each 
team run forward about 30 ft., draw his two lines, then 
return and hand the chalk to the next player in his line. 
The team with the best-looking house wins. 


FIVE DOTS 


Give one Cub Scout a piece of paper and have him 
place five dots on it wherever he pleases. He should then 
give it to another player, who tries to fit in a drawing 
of a person with the head at one of the dots, the hands 
at two of the dots, and the feet at the other two dots. 


EYES-SHUT DRAWINGS 


The usual thing to draw with the eyes shut is a pig, 
probably because it is easy to draw and his curly tail 
makes it so funny. However, let your Cub Scouts choose 
any animal] they want for their drawings. 


OUTLINES OR WIGGLES 


Give every one a pencil and paper and have him draw 
a wavy or zigzag line. Then tell the boys to exchange 
papers and make their line into a picture. The one with 
the funniest or the best picture is declared the winner. 


CHEESEBOX MARBLES 


Use an old cheesebox and cut a hole just large enough 
for a marble. Let the Cub Scouts take turns rolling mar- 
bles across the floor into the box. Let them keep any that 
they get in. Choose one boy to be in charge of the box 
and to collect the loose marbles. 


GOBBLERS 


Tie doughnuts on the ends of strings that are attached 
to small poles or sticks. Divide the players into two 
gtoups. Have one group try to feed the other group the 
doughnuts. 


FAN GAME 


Give each contestant a 3-in. square of tissue paper, 
marked with his name, and a fan. Place two books on the 
floor 1 ft, apart to serve as goals. On signal, each tries 
to be the first to fan his tissue through the goal. 
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AND GRAB IT 


Arrange the den in a circle and, on the floor in the 
center, place one less clothespin than the number of Cub 
Scouts. Choose one to serve as storyteller. He starts his 
story, and whenever he says the word “and,” all the 
players grab for a clothespin. Everyone except the boy 
who was too late gets a point. Change storytellers so that 
all have a chance and encourage them to make their 
stories interesting. 


HANGMAN 


Choose one of the players to be the “hangman” and 
give him a pencil and paper. Tell him to think of a word 
and put down as many dashes as there are letters in that 
word. Then have the others in turn call out a letter. Each 
time, if the word contains that letter, the hangman in- 
scribes it in the spaces where it should appear. But, after 
each call, if the letter does not appear in the word, the 
hangman draws one part of a man on a scaffold, as sug- 
gested in the diagram. The object is for the group to spell 
the word before a whole man is hanged. A skillful player 
usually calls the vowels first. Some of the more difficult 
words are sylph, tryst, way, and wax. 

With a large crowd, divide the group into two teams. 
Have one side choose a word and try to hang the other 
side. 


LOG CABIN ON A POP BOTTLE 


Divide the players into two groups. Give each player 
ten toothpicks. The object is for each player to alternately 
place a toothpick across the top of a pop bottle until the 
stack falls. His side must then take all the toothpicks 
knocked off. The first group to get rid of their toothpicks 
wins. If a player knocks one toothpick off, he picks up 
just that one toothpick. 


HE'S THINKING 


While everyone is seated informally around the room, 
“it” says, “I’m thinking of an object in this room.” The 
group tries to discover what it is by asking questions that 
can be answered by “‘yes”’ or “‘no.” 


HUNT AND TRADE 


Cut several sets of the Christmas items from stiff con- 
struction paper such as a star, tree, stocking, bell, etc. 
Hide them around the room before the Cub Scouts arrive. 
After they arrive, explain that different objects have dif- 
ferent values, but do not tell them what the values are. 
At a given signal, everyone should begin hunting. As 
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soon as a player finds an object such as a star, he can start 
trading it for another, maybe a stocking. After about 10 
minutes, stop the trading. Each player shows what he 
holds in his hands, and the scores are totaled. The one 
with the highest score wins. Values are: star, 1; thee, 2: 
camel, 3; bell, 4; wreath, 5; gift package, 6; Santa, 7; 
stocking, 8; holly, 9; and candle, 10. 


BEAST, BIRD, OR FISH 


A person in the center calls a category to anyone in the 
circle, who must answer quickly with a specific example. 
The leader continues to do this until one of the players 
fails to name the required beast, bird, or fish, whereupon 
they exchange places. 


INDOOR SKI RACE 


Line up the den along a starting line and give each 
contestant one sheet of newspaper. On signal, every one 
tears his sheet in half, places one piece under each foot, 
and “skis” to the goal line. This must be played on a 
smooth floor or the ‘‘skis’’ will tear. 


MARBLE SHOOTING 


Cut three holes in one side of a cigar box. Make the 
center hole about 114 in. in diameter, and the side holes 
about 1 in. The center hole counts 3, the others, 5. Give 
each player three shots per turn and an extra shot if he 
gets two holes in succession. 


MUSICAL HUNT 


Select a Cub to be “‘it’”” and have him leave the 
room. Have the group hide an object such as a key case 
or comb and choose a familiar song to sing. Call “it” 
back into the room to search for the object while the 
group sings. The group sings softly when he is far away 
from the object and louder as he gets closer. A yell or 
two adds zest. When he finds the object, he chooses an- 
other person to be “‘it.” 


SHARPSHOOTING WITH MARBLES 


Make a small hoop from the rim of a round, ice-cream 
carton lid. Have one player roll the hoop across a table 
while another tries to shoot a marble or bean through it 
as it moves. After ten chances, the hoop roller becomes 
the sharpshooter. The winner is the player who succeeds 
in shooting the most beans or marbles through the hoop 
during his ten turns. 


Kelays and Races 


ANTELOPE RACE 


Line up the dens on a starting line. On signal, have 
the boys run in single file each with one hand on the belt 
of the Cub Scout ahead of him to a point 50 yds. away, 
make a left turn, and run back to the starting point. If 
any one falls down or breaks apart from his group, he 
disqualifies his team. 


BAGGAGE-CAR RELAY 


Have the dens line up for a relay, each with a suitcase 
filled with the following clothing: dad’s old hat, trousers, 
shirt, jacket, or overcoat. On signal, the first boy races 
with the suitcase to the center of the floor, dons the cloth- 
ing, and scrambles back with the suitcase to the starting 
point. He then doffs the clothing and repacks it in the 
suitcase. The second boy then repeats this performance, 
and so on until all have finished. The first den through 
is the ‘‘winnah.” 


BALANCE RACE 


Establish a starting line and a finishing line. See that 
each contestant has a stick balanced on his right fore- 
finger. The stick may be held in balance with the other 
hand, until the starting signal is given. On signal, all 
advance to the finish line with their stick in balance. If 
the stick drops, it must be replaced before a runner may 
continue. The one who reaches the finish line first wins. 


BALLOON-BATTING RELAY 


Have an inflated balloon for each of two teams. Ar- 
range the teams in parallel lines with the players on both 
teams spaced about 15 ft. apart. On signal, the first Cub 
Scout in each line bats the balloon with either hand 
toward his next teammate who bats it on to the next, until 
the balloon reaches the finsh line. If the balloon touches 
the ground, it must be brought back to the starting line, 
and the team must start over. 


BEANBAG RELAY 


Divide each team in half, putting one-half of the team 
on one side of the room, and the other half on the other. 
The first player on the first side throws a beanbag to his 
first teammate on the other who holds the bag until the 
thrower has run up and tagged him. Then he in turn 
throws the bag to the second man in the first group who 
holds the bag until he is tagged, etc., until all have had 
a turn. The thrower retires to the end of the line after 
he has tagged his man. The first team to have all its 
players reverse positions wins the race. 


BEAN AND STRAW RELAY 


Line up the dens for a relay race. Have the first player 
in each line pick up a bean with a soda straw, carry it 
across the room, and deposit it in a container. The first 
team to have all its players carry a bean wins. 


BEAN RELAY 


Provide a cup of beans and a table knife for each team. 
Taking turns, each member of the team carries as many 
beans on the knife as he can to a given point and de- 
posits them in another cup. He then returns and hands 
the knife to the next man in line. The team transporting 
the largest number of beans wins the relay. This is not 
a speed event. 


BIG BLOW 


Prepare a paper cone for each den. Put a 30-ft. string 
through the cone and tie each end to the back of a chair 
and pull tight. Then line the dens up for a relay race. On 
signal, each person in turn is to run to the cone and by 
blowing into it, propels it along the string. For best 
results he should keep his head under the string. When 
it reaches the end, he slides it back for the next runner. 


BUCKET RELAY 


Line two or more teams up for a relay. Provide each 
team with two buckets—one empty and the other half 
full of water. On signal, the first boy runs to the goal 
line, pours the water into the other bucket, leaves the 
empty bucket there, and carries the water to the next boy. 
The first team to finish with their water intact wins. 


BUNDLE RELAY 


Give the first player in each line a ball of twine or 
string. On signal, he passes it to his neighbor but holds 
on to the end. The ball is passed from player to player, 
unrolling as it goes. When it arrives at the back end of 
the line, it is passed up the line behind the backs of the 
players until it reaches the first player again. The team 
that first unwraps the twine and wraps itself into a bun- 
dle is the winner. The sequel to the race consists in un- 
wrapping the bundle by passing the ball back and wind- 
ing it up as it goes. 


CHARIOT RACE 


You will need den teams of five boys and a necker- 
chief for each team. Set the neckerchiefs up, tepee 
fashion, on a line 30 yds. from the starting point. Have 
each team form a chariot in the following manner: The 
front pair of “horses” clasp inside hands. The rear pair 
clasp inside hands and hold onto the belts of the front 
horses with their outside hands. The driver holds onto 
the belts of the rear horses with each hand. On signal, 
they race down to the end of the course. As they pass 
over their neckerchief, the driver picks it up with his 
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teeth without releasing his grip with either hand, The 
first team to cross the finish line, without breaking any 
of the grips, is the winner. 


CASTING RELAY FOR DADS 


Line teams of dads up fora relay. Each one in turn 
casts a plug at a target and as soon as he scores a hit, he 
gives the rod to the dad behind him and goes to the rear 
position on his team. The first team back in its original 
order wins. 


CANDLE RELAY 


Line up the dens in relay formation. Give the first 
boy in each den a lighted candle. On signal, he carries 
the candle to the opposite wall and back and hands it to 
the second boy. If the candle goes out, the boy carrying 
it must relight it from a burning candle held by the 
leader then retrace his steps, and continue the relay. The 
first den to finish wins. 


CATERPILLAR RACE 


Line the dens up on a starting line and tell the first 
Cub Scout in each column to place his hands on the 
ground. Then have each Cub Scout in back of him bend 
forward and grasp the ankles of the boy in front of him. 
On signal, the columns move forward in this position. 
When the last Cub Scout in a column crosses the finish 
line that team has completed the event, provided the line 
is still intact. The first team to cross the finish line wins. 


CENTIPEDE 


Line up teams of eight, twelve, or sixteen Cub Scouts. 
Have the first four in each line straddle a broomstick 
with their left hands grasping the stick. On signal, all 
four Cub Scouts in each line run to the distance line, 
return, and give the stick to the next four men in their 
line. If any Cub Scout releases his hold on the stick, he 
must regain possession of it before his team may progress 
further. The first column through wins. 


CHOO-CHOO TRAIN RELAY 


Line the dens up fora relay race. Have each team mem- 
ber lock arms around the player in front of him. On 
signal, the teams race ahead in a joined line. If a line 
breaks, it must reform before proceeding. When a team 
returns to its starting position, the head of the line (en- 
gine) leaves the line and joins the end of the line as the 
No. 2 player becomes the engine and leads the train for 
another sprint. This continues until the original engine 
is again at the front. The first team to finish wins. 


BUTTON STRINGING 


Provide each player with an assortment of about two- 
dozen buttons and a piece of string about 18 in. long 
with a knot at one end to serve as a stopper. On signal, 
the players start stringing the buttons. The one who can 
string the most buttons before time is winner. 


CIRCLE RACE 


Instruct each team to hold hands to form a circle with 
all facing out except the “driver.’’ On signal, the teams 
race to the distance line and back, keeping their circles 
intact, All the players in a team must cross the distance 
line. The driver gives directions and orders. When the 
circle breaks, it must be reformed before a team may con- 
tinue on. The first team to get all its men across the start- 
ing line is the winner. 


CLOTHESPIN RELAY 


Seat the teams in rows of chairs. Give the first player 
of each team five clothespins. At the signal, the first 
player attaches a clothespin to the end of each finger of 
the second player’s left hand. When all five pins are on, 
the second player takes the pins off one at a time and puts 
them on the fingers of the third player's left hand. This 
continues until the last player has the five pins on his 
hand. The team finishing first wins. 


COUNTRY-STORE GOSSIP 


Write as many messages on cards as there are dens 
at the meeting. Give one to each den chief. On signal, 
each den chief reads his message to himself and whispers 
it to the Cub Scout next to him who in turn passes it on. 
This can be a relay race for time or for message content. 
Give the last person in each den a card on which to write 
what he receives. Then have the messages read and com- 


pared by the groups. 


COWBOY RELAY 


This race is run in threesomes, Have two players form 
a horse by having one stand erect while another leans 
forward placing one of his shoulders against the small 
of the standing player's back and encircles his arms firmly 
around the standing player’s waist. The third player 
jumps astride the leaning player and leans forward with 
his arms on the shoulders of the standing player so that 
both members of the horse are bearing his weight. The 
heavier players should be the horses. If this trio becomes 
detached, the players must reform before continuing. 
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CRAB RELAY 


Line the dens up for a relay. Have the first player in 
each line sit on the floor with his back to the finish line. 
He should then walk on his hands and feet with his body 
parallel to the floor. When he reaches the other end of the 
room he stands up, runs back, and tags off the next man 
in line. The first team to finish wins. 


CUB SCOUT RELAY 


Provide two sets of letters used in the Cub Scout 
Promise and the Law of the Pack. Scatter each set on the 
floor in front of each team. The first Cub Scout of each 
team runs to the letters, selects the first letter of the Cub 
Scout Promise, sets it aside, and returns to his team where 
he tags the second Cub Scout. He runs forward to find 
the second letter and adds it to the first. The game con- 
tinues until the teams have spelled out the entire Cub 
Scout Promise and Law of the Pack. The first team to 
finish wins. 


CUB SCOUT DISCUS THROW 


Staple two 10- or 12-in. paper dinner plates together 
to form a discus. Follow the regular discus rules for 
form, throwing, etc. Count the best throw out of three. 


DRIVE THE PIG TO MARKET 


Line the dens up for a relay race. Give each team a 
broomstick and a “‘pig’’ (a football, Indian club, or any 
other object that is not perfectly round). Each player 
in turn keeps the stick in contact with the pig while pro- 
ceeding to the turning point and back to touch off the 
next runner. 


BAREFOOT MARBLE RACE 


Tell the Cub Scouts to remove their shoes and socks. 
Place two marbles on the starting line in front of each 
team. On signal, the first Cub Scout in each line grasps 
a marble with the toes of each foot and walks to the finish 
line. If he drops a marble, he must pick it up with his 
toes before continuing. 


BANANA RELAY 


Line up the boys in two equal groups, facing each 
other, and give each boy a banana. He must keep his 
right hand behind him while he eats the banana, which 
he must peel with his teeth. On the signal, the first boy 
peels and eats his banana. When he is able to whistle, 
the next boy may begin. The first team to finish wins. 


DIZZY IZZY 


Line the dens up for a relay race. Have the first player 
in each line run up to a given point, place one finger on 
the floor, revolve around his finger seven times, and run 
back to tag the next boy in line. Repeat until all have had 
a turn. Keep the runners away from the walls or other 
obstacles. 


DUTCH-SHOE RELAY 


Provide each relay team with two shoe boxes. On sig- 
nal, each player in turn places his feet in the boxes and 
shuffles up to the goal line and back to starting point 
where the change takes place. 


HOPPING RACE 


Line up the dens at a starting line for a relay race. On 
signal, the first in each line hops on his left foot to a 
turning point and returns to the starting line hopping on 
his right foot where he tags off the next player. The 
team finishing first wins. 


ENDLESS CHAIN RELAY 


Line two teams up for a relay. The first player on each 
team begins by walking as fast as he can to the goal line 
at the other end of the room. When he returns to the 
starting point, he does not stop but takes the second play- 
er’s hand, and both of them walk around the goal. They 
return to the starting point, and the third player joins 
hands. The trip to the goal continues until the whole 
team is walking. The first team around wins, 


FEATHER ON A YARDSTICK 


Line up the dens for a relay. Give the first in each line 
a yardstick and a feather. On signal, he places the feather 
on one end of the yardstick and holds the other end at 
arms length while proceeding to the goal line and back. 
If the feather falls off the yardstick, the player must put 
it back on the yardstick before continuing. The first team 
finished wins. To speed up the game and for variation, 
use plates instead of yardsticks. 


FOLDING-CHAIR RACE 


After lining the dens up for a relay race, give the first 
boy in each line a bucket with a whistle in it, a folding 
chair, and an umbrella. On signal, he runs to the end 
of the room, unfolds the chair, sits down, puts up the 
umbrella, gets the whistle out of the bucket and blows it, 
puts the whistle back, closes the umbrella, folds the chair, 
and runs back to the next runner and hands him the 
articles. 


FOOT-AND-NOSE RELAY 


Instruct the first runner in each line to hold his right 
ankle with his right hand and his nose with his left hand. 
In this position he hops to the other end of the room. 
When he gets there, he runs back and tags off the next 
man. If he lets go of his nose or ankle, he must return 
to the starting point and begin again. 


FROG RACE 


For this relay race, have the Cub Scouts leap and come 
toa full squat, pause, and then leap again. 


HEE-HAW RELAY 


Place chairs at the opposite end of room, one for each 
den, and have the dens line up for a relay. On signal, 
the starters run up to the chairs, put their hands on the 
seats, kick up their feet three times each time saying “‘hee- 
haw,” and run back and touch the next Cub Scout in line. 


HUMAN-HURDLE RELAY 


Have each den sit on the floor in a circle with all play- 
ers on the team, facing in, with their knees straight, feet 
together, and heels on the floor. The several teams or 
circles are scattered over the playing area. Designate one 
player in each team to be the starter. On signal, the 
starter from each team jumps up, hurdles over the legs 
of each player in turn and, as he reaches his place in the 
circle and takes his position on the floor, tags the second 
runner. The second runner repeats this procedure and 
tags the third runner, etc. Each player runs to the right 
and tags the player on his right. The first team that has 
its last runner back in his own place on the floor wins 
the race. 


SHUTTLE RELAY RACE 


Divide each team and place one half across the room. 
The first runner on one side crosses the space between 
the teams and touches the first runner there who in turn 
runs to touch the second player on the opposite side. 
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GUM-GLOVE RELAY 


Divide the group and have the two sides line up, fac- 
ing each other. Then hand a closed paper bag to the first 
person on each team who must open the bag, put on 
some gloves that are in it, dig down in the bag, pull out 
a wrapped stick of gum, unwrap the gum, and put it in 
his mouth. As he starts chewing the gum, he must re- 
move the gloves, place them in the bag, close the bag, 
and pass it to the next person who goes through the same 
procedure. The first team to finish wins the race. 


HELP YOUR NEIGHBOR 


Divide the group into teams and have the team mem- 
bers pair off. Each couple in each team in turn races to a 
chair at the head of its line where there is a needle, 
thread, and patches. The first Cub Scout threads the 
needle held by the second Cub Scout. Then the first sews 
a patch on the seat of the other’s trousers. This done, they 
run back and tag off the next couple who repeat the 
process with a new patch. The team finishing first wins. 


SACK RACE 


Provide a supply of gunny sacks. Have the Cub Scouts 
and their dads compete at separate times. The runners put 
both feet into the sack. On signal, they start hopping 
toward the finish line, holding the sack up with their 
hands. If a person falls, he gets up and keeps going. 


A SEED-PLANTING RELAY 


This is a variation of the ‘heel toe’ race. Each person 
in turn follows a line drawn on the floor by placing the 
heel of one foot against the toe of the other. About every 
3 ft. he must stop and place a seed in a smallmouthed 
receptacle set about 114 ft. on each side of the line. 
When he reaches the end, he runs back and touches the 
next person who plants his seeds in the same manner. 


SHOT-PUT THROW 


Use a softball for the shot. Follow the regular shot-put 
rules for form. The shot must be pushed—not thrown. 
Count the best throw out of three for each player. 


HOOP RACE 


Provide each relay team with a wooden or metal hoop 
and a short, light stick. On signal, the first player in each 
line rolls a hoop to the goal and back. Hands may not be 
used on the hoop except to pick it up and hold it for 
starting. The first team that has all its members roll the 
hoop up and down wins the race. 


STEEPLECHASE 


Give each player a stick 2 to 3 ft. long. On signal, the 
runners start forward, holding their sticks in both hands 
and leaning over to step over them with one foot and 
then the other without letting go with either hand. After 
both feet are over the stick, it must be brought up over 
the head from behind, and the next step must be taken 
toward the goal in the same manner. The winner is the 
first racer to cross the goal. 


STRING-WINDING RELAY 


Arrange the teams in file. Give the first player of each 
team a ball of string. On signal, he wraps the string 
around his body. Then he unwraps it and winds the 
string on the ball and hands the ball to the next player 
who repeats this action. The first team to finish wins. 


TEN-POINTS SQUARE 


Draw a rectangle on the floor and divide it into ten 
small squares. Number each square 1 through 10. Divide 
the Cub Scouts into two groups. Each Cub Scout takes 
his turn in trying to jump all ten squares on one foot. 
Score each boy with the square upon which he stepped 
on the line or put down his other foot. When all Cub 
Scouts have jumped, total their scores to determine the 
winning den. 


THREE-LEGGED RACE 
FOR DADS AND SONS 


Run this contest on either an individual or den basis. 
Tie the dad’s right leg to his son’s left leg. On signal, 
they make their way to the turning line and back again. 
The first team to complete the course wins. 
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TIN-CAN STILT RELAY 


Have the Cub Scouts make the tin-can stilts. On signal, 
the first Cub Scout of each team steps on his stilts and 
walks to a designated line and back to the starting line. 
Then the next runner takes his turn. The team to finish 
first wins. 


TIRE-ROLLING RELAY 


For this relay have each boy roll a tire to the goal line, 
craw! through it, and roll it back to the next boy. 


TRANSFER RELAY RACE 


Place two small pails in front of each relay line. Put 
a stick and a beanbag inside one of the pails. The runner 
must fish the beanbag out of one pail and put it into 
the other without touching the bag. Then he drops the 
stick, returns, and touches off the next runner. 


TRIM THE TREE 


Line up the dens for a relay. Attach large sheets of 
paper to the opposite wall and give each boy a different 
colored crayon. On signal, the first boy runs to his paper 
and outlines a Christmas tree. Then the next boy runs 
up and draws in a stand. The others draw ornaments or 
lights. The first team to trim its tree wins. 


TUNNEL RELAY 


Get four fiberboard boxes about 20 in. square and 3 
ft. high and reinforce them at the corners. Fold in the 
top and bottom of each box and lay them on the ground 
end to end to form two tunnels. Divide the group into 
two teams. Have the boys wiggle through the tunnel. The 
first team with all its boys through the tunnel wins. The 
tunnel can also be used as part of an obstacle course. 


VARIETY-PASSING RACE 


Provide each team with articles of varying size and 
weight such as a ball, magazine, and spool of thread. 
Divide the group into two or more teams and have each 
form a citcle. Place at least three articles on the floor in 
front of the captain of each team. On signal, each captain 
picks up the articles, one at a time, and passes them to 


the second player who passes them on. The last player 
of each team upon receipt of each article places it upon 
the floor. The instant he lays down the last article, he 
repeats the performance of the captain, that is, he picks 
them up one at a time and passes them to the next player. 
The winning team is the one whose captain is the first 
to place all the articles on the floor in front of him. 


WAITER 


Line up the dens for a relay. The leading player of 
each team holds a pie plate (bottom up) and a ball. On 
signal, he runs forward around an obstacle and back to 
the starting line, holding the upturned plate in one hand 
with the ball balanced on top. If the ball falls off the 
plate or is touched in any way during the journey that 
player must go back and start again. The team to finish 
first wins. 


WASH ON THE LINE 


Stretch a clothesline 20 ft. from the starting line. Give 
each contestant three or four garments or pieces of cloth 
and five or six clothepins in a big shopping bag. The first 
in each line races to the clothesline and, using only one 
hand, pins up the garments and then runs back to the 
starting line. Then, the second runner races up and takes 
them down and the third pins them again, and so on. The 
first team through wins the race. 


YANKEE DOODLE HANDICAP 


Line up the dens in relay formation. Each boy runs 
up to a judge, eats a cooky provided by him, sings one 
verse of “Yankee Doodle,” and then races back to touch 
off the next boy. The first den to finish wins. The losing 
dens must serenade the winners with “Yankee Doodle.” 
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WATER-DRINKING RELAY 


Give each team member a cup of water. On signal, 
the first in each line feeds the second his cup of water 
with a spoon. Then the second player feeds the next Cub 
Scout and so on. The first team to consume its water wins. 


JUMP THE STICK 


Give the first Cub Scout in each line a light stick about 
3 ft. long. On signal, he runs to the goal line and back, 
and hands one end of the stick to the second player. The 
two race to the end of the line as each player on their 
team jumps the stick. When they reach the end of the 
line, the first runner takes his place at the end of the line, 
and the second races to the goal line and back. The game 
continues until everyone has carried the stick. The first 
team through wins. 


SWAT THE KNIGHT 


Choose a Cub Scout from each team, tie a cracker 
on his head, and give him a rolled newspaper. The win- 
ner is the first to break the cracker on his opponent’s head. 


KNIGHT HOP TANDEM RACE 


The first Cub Scout in each column extends his left 
leg backward to the second Cub Scout who grasps it with 
his left hand. The second Cub Scout then extends his 
right leg forward to the first Cub Scout who grasps it in 
his right hand. On signal, each couple races, in this posi- 
tion, to the distance line and back to touch off the sec- 
ond couple. The first team to finish wins. 


LAST MAN OUT 


Set two goals about 50 ft. apart. On signal, all players 
race from one goal to the opposite goal and the last one 
over the goal is eliminated. The race is then run to the 
opposite goal and continues until all but one have been 
eliminated. 


LEAPFROG RELAY 


Line up the dens fora relay. The first boy runs forward 
20 ft. and stoops over. The second boy then leapfrogs 
over him and stoops just ahead. The others follow in the 
same way, leapfrogging over all ahead of them. The first 
den to have the last boy at the head of the line wins. 


LEG TUNNEL RELAY 


Line up the dens for a relay and have the players stand 
with their feet apart. The last one in each line crawls 
through from one end to the other and stands up with 
his feet apart. The players follow in rapid succession, 
each standing up when he has crawled through. The first 
team to be back in its original order wins. 


MARBLE RELAY 


Provide each team with a straw and a marble. On sig- 
nal, the first in each line places the marble on the floor 
and rolls it to the other end of the room and back with 
his straw. Then he hands it to the next runner. The first 
team through wins. 


ORANGE RELAY 


Give each relay leader a 12-in. piece of string and 
an orange. The object is to roll the orange a given distance 
and back. The person rolling the orange must walk back- 
wards and pull it toward him by holding the string in 
both hands. The first team finished wins. 


OVER AND UNDER 


Provide each team with a broom handle or stave 
about 314 ft. long. The first player holds the stick at one 
end. At the word “go” he hands the other end to the 
second in line and the two move the stick down the line 
by alternately passing it under the feet of one and over 
the head of the next player. When the end of the line 
is reached, the first player stays there and the second 
runs forward and hands the end of the stick to the third 
player, and then the stick is again passed down the 
length of the line. The second boy now stays at the end 
of the line while the third runs forward, etc., until all 
on the team have passed the stick. 


PAIL RACE 


Have the Cub Scouts stand with each foot in a bucket 
and hold the handles while running. The boy who fin- 
ishes the race first and has not taken his feet out of the 
buckets nor let go of the handles is declared the winner. 


PAPER-BAG RELAY 


Have the players run up to a given point about 50 ft. 
ahead, pick up a paper bag, blow it up, pop it, then run 
back, and tag the next boy who repeats the procedure. 


PAPER-PLATE BALANCE RELAY 


The first player in each relay line puts a paper plate 
on his head with a marble in it. On signal, he advances 
to the turning line and back and passes the plate to the 
next boy in line. The team finishing first wins. 


PAPER RACE 


Choose two teams for a relay race. Give each Cub 
Scout two sheets of typing paper. The runners advance 
by putting one piece down, stepping on it, then the other, 
and then reaching back for the first paper to place it 
ahead of them for the next step. The game is fun to 
play and to watch. 


PASS THE LIFESAVERS 


For this relay race give each Cub Scout a soda straw to 
hold in his mouth. On signal, a lifesaver is passed from 
one straw to the next down the line of players until the 
last player has it. 


PAUL REVERE 


Spread the team members out along a course. Have 
each team select a “rider.” On the starting signal the 
rider mounts the back of the first player who carries him 
to the second, where the rider, without touching the 
ground, changes mounts. The second mount carries the 
rider to the third and this continues until the last mount 
carries the rider across the finish line. If the rider falls 
off, he must mount again at the point of the fall. If he 
falls while changing mounts, he must get back on his 
original mount before making the change. The team 
finishing first wins. 


Ue. 


PEANUT RACE 


Have the Cub Scouts roll a peanut with their noses on 
the floor for a short distance. They must not touch the 
peanut with their hands. The one who rolls his peanut 
across the finish line first is the winner. A penny may 
also be used for this game. 


PICK UP 


With straws the racers pick up puffed rice and carry 
it from one dish to another. Or they could race with 
beans in a spoon, water ina spoon, or a ball on a board. 


OYSTER WALK 


Cut an inner tube into bands about 11/4 in. wide. Line 
up the players in columns facing one direction. Place a 
chair about 10 ft. from the first player in each column. 
The first player in each line puts a rubber band around 
his ankles and walks to the chair and back. The next 
player follows. The first line to finish wins. 


PILOT RELAY 


Group the players of each team into threes. In each 
group have two Cub Scouts stand with their backs to the 
starting line and the third between them facing forward. 
See that the elbows of the three Cub Scouts are inter- 
locked. The middle Cub Scout runs forward; the two 
others run backward. They race to the turning point 
where they start back, this time with the middle boy run- 
ning backward and the two outside Cub Scouts running 
forward. The next set of three players starts when the first 
group crosses the starting line. The team that finishes 
first wins. 


Indoor Track Meet 


The indoor track meet will furnish a great time and 
many laughs to both parents and their Cub Scouts. It is 
a takeoff on a regular track meet with all the regular 
events. Why not try these events at your next monthly 
pack meeting? 

We suggest that the track meet be run on an interden 
basis with each den sending forward its representative 
before the name of the contest is announced. 


BEAN TOSS 


Give each contestant ten navy beans and have him 
try to throw them, one at a time, into a quart jar from 
a chalk line on the floor. 


FOOT RACE 


Have each Cub Scout stand with his feet touching 
each other, heel and toe. The den with the greatest ag- 
gregate length wins. 


30-IN. DASH 


Tack a 30-inch piece of string with a marshmallow 
at the end on the wall. The first Cub Scout who chews 
the string and reaches the marshmallow wins. 


POLO PAN 


Number six 1-in. cubes on each side: 0-1-2-3-4-5; 
and use a six-hole muffin pan. Let each person throw the 
cubes into the muffin pan from a distance of 6 ft. Add 
the top numbers of the cubes that land in the pan to 
determine a winner, 


BOUNCE BALL 


Use five different-sized rubber balls and a cardboard 
box. Have the players, in turn, bounce the balls in the 
box from 10 ft. Score 2 points for each ball that goes in. 


PLUMB BALL 


Suspend a golf ball on a cord from the ceiling using 
screw eyes. From broom handles, make a set of tenpins, 
4 in. long. Have the players swing the ball and knock 
down the pins. Score 2 points for each pin knocked over 
and 10 extra points for a strike. Be sure to catch the 
ball on the rebound. 


HOOP STOP 


Lay an 18-in. hoop made from No. 9 wire on the floor. 
Use three balls (marble, golf, tennis). Score 5 points for 
each ball placed inside the hoop in any manner from a 
distance of 6 ft. 


RUNNING HIGH WHISTLE 


The boy who can hold a whistled note the longest with 
one breath wins the event. 


LIGHTWEIGHT RACE 


Have the runners carry a lighted candle in one hand 
and a pail of water in the other. If water is slopped over 
or if the candle goes out, the contestant is out. The first 
one to cross the finish line wins the race. 


20-YD. DASH 


Line up the dens for a relay race. Have the contestants 
carry an egg in a teaspoon held with the arm extended. 
The first in each line runs 20 yds. and back to the next 
one in line, 


100-YD. DASH 


Tie a lump of sugar or a marshmallow on the end of a’ 


100-in. string. The contestants gather the string and 
marshmallows into their mouths without using their 
hands. The first one to eat the marshmallow wins the race. 


OBSTACLE RACE 


Place nickels in pans of white flour to see who, with 
his hands behind him, can be the first to dig them out 
with his teeth. 


SHARPSHOOTERS 


Hold a contest to see who can throw the most pebbles 
into the mouth of a jug. 


ENDURANCE RACE 


See who can eat four soda crackers and be the first to 
whistle a tune. 


MOVING TARGET 


Have the contestants throw beanbags, sticks, stones— 
anything—through a rolling hoop. Score 1 point for 
each hit. 


HOBBLE RACE 


Conduct a 100-ft. race with contestants who are bound 
loosely about the ankles. 


LONG GLUM 


The player who can keep from smiling longest, while 
all the others jeer and laugh, wins. 


SLIPPER THROW 


Have the contestants lie flat on their backs and throw 
slippers over their heads with both feet. 


OBSTACLE RACE 


Make a large number of chalk marks on the floor at 
the end of the race course. Give each runner a damp rag 
with which to rub out the chalk marks. The first to clean 
his section on the floor and run back to the starting line 
wins. 


SWIMMING RELAY 


For this relay race, have each Cub Scout hop on one 
foot, carrying a glass of water. 
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20-FT. DASH 


Have the relay runners roll lemons or hard-boiled eggs 
with a stick down the course and back and touch off the 
next player in each line. 


BAWL GAME 


See who can make the most noise for a given period of 
time. 


WIDE STRETCH 


Line up the dens with arms extended so that the play- 
ers are touching, fingers to fingers. See which den has the 
longest line. 


BEANS RELAY 


Have the relay runners carry beans, one at a time, be- 
tween match sticks or toothpicks or on a knife. 


STANDING BROAD GRIN 


The width of the grins are measured by judges. The 
widest one wins this event. 


DISCUS THROWERS 


Each contestant throws a paper pie plate from a chalk 
line. The plate must be held flat in the hand and not 
sailed with thumb and fingers. 


16-LB. PUT 


Have each contestant put an inflated bag for distance 
as though it were a shot from the shoulder. 


SPONGE SHOT-PUT 


Use a small dry sponge for the shot. See who can put 
the shot in the farthest. 


HAMMER THROW 


Use blown-up paper bags attached to a yard of string. 
Give each Cub Scout one turn to see who can throw the 
“hammer” the farthest. 


BOTTLE ROLL 


See who can roll a pop bottle from 6 ft. and score a 
bull’s-eye in a chalk ring on the floor. Draw several con- 
centric circles to make targets of different value. 


Taq Games 


There are as many tag games as all other games com- 
bined. Tagging or capturing usually means being touched 
by the hand, but it can mean being hit with a thrown 
object. In simple tag “‘it’’ chases the other players, and 
when he tags one of them, that player becomes “‘it.” 
Other tag games can have objects, timing, or goals in 
the rules to add interest to the games. 


ANIMAL TAG 


Have the Cub Scouts in a scattered formation. Select 
an “it” (Noah). “It” names an animal and all the Cub 
Scouts assume the identity of the animal as they move 
about. “It” also assumes a like identity and tries to tag 
one of the animals, who becomes “‘it.”” 

Exam ple: “Tt” calls “kangaroo,” and all must hop like 
kangaroos until a tag is made. 


BACK TO BACK 


Arrange all Cub Scouts except one in pairs, standing 
back to back with their elbows locked. They are scattered 
at random over the playing area. When “it” calls “‘all 
change,” each player must seek a new partner and hook 
elbows with him. The one failing to secure a partner is 
“it” for the next round. 


BALANCE TAG 


Have two players start, one is ‘‘it’”” and the other the 
runner. Give each a book which he must balance on his 
head during the chase. This game results in some funny 
postures. 


BINGO 


Divide the players into two groups. Have each group 
behind one of the two goal lines marked across opposite 
ends of the playing area. One player is “‘it’’ and stands 
in the middle of the area. When he calls “bingo!” the 
players try to change goals without being tagged. Anyone 
tagged before reaching the opposite goal becomes “‘it,” 
and the game is repeated. The players must remember 
that the signal to run is “bingo.” Any player running 
at any other signal becomes “‘it.’” The player who is 
“it” may trick the other players by calling “bango” or 
“bongo”’ or the like. 


BOOGIEMAN (POM-POM-PULLAWAY) 


One player is “‘it’’ or the “boogie man.” All others 
line up against the wall. The boogie man usually stands 
in the center of the space. The object of the game is to 
cross from wall to wall (or base to base) without being 
tagged. To start the game the boogie man says, “What 
do you do when the boogie man comes?” The answer is 
“We run right through like we always do.” All must 
start to run at the same time. All who are caught must 
help the boogie man on the next trip across. 


BOUNDARY TAG 


Draw two lines on the floor, 5 ft. apart, and have 
two Cub Scouts stand within this area, face to face. Both 
boys grasp a broomstick, and each tries to pull the other 
across one of the boundary lines. The one who lets go 
of the broomstick or is pulled over the boundary line is 
the loser. 


BRONCO TAG 


Pair off the Cub Scouts and have the pairs stand ap- 
proximately 8 to 10 ft. apart, one Cub Scout in front 
and one behind, the latter clasping his partner around 
the waist. Two of the Cub Scouts are not joined; one is 
the ‘chaser, the other the “runner.” The runner tries 
to get in front of one of the pairs, and the front player 
of the pair tries to aid him by grabbing him around the 
waist as he tries to stop there. If the runner succeeds 
in getting in front of a pair, the third, or rear player, 
now becomes the runner and tries to get in front of some 
other pair. In every case the front player tries to aid the 
runner by grabbing on to him while the rear player of 
each pair attempts to prevent this by swinging his part- 
ner out of the way. The game itself becomes a series of 
struggles between the rear and the front players of each 
pair as well as a running match for those doing the run- 
ning and chasing. If the chaser catches the runner, they 
change places. 


CHAIN TAG 


This is a tag game with the players scattered over the 
play area. The game starts with one player as “‘it’’ at- 
tempting to tag another player. The first player he tags 
joins hands with him and helps in tagging another 
player; both may use only their free hands. Each player 
tagged joins hands with thé one tagging him. The line 
grows longer as more players are tagged, and only the 
players at the two ends of the line may do the tagging. 
Tagging is not considered fair if the line is broken. The 
game continues until all players have been tagged. 


CIRCLE TAG 


Approximately ten to twelve players stand in a circle 
formation equidistant from each other. On signal, all 
run in a clockwise direction around the circle, each player 
trying to tag the one in front of him. When a player 
is tagged, he drops out of the game and goes to the center 
of the circle to wait for the game to end. The last player 
in the chase is the winner. 


Hl. 


CROSS TAG 


Start as in an ordinary tag game. But anyone who cuts 
in between the runner and “‘it’’ is chased instead of the 
original runner. 


DEN ROOM TAG 


Draw a circle about 4 ft. in diameter on the floor 
in the front of the room. The player designated as “‘it”’ 
stands near this circle. The leader calls the names of any 
three Cub Scouts in the room. These three must try to get 
into the circle without being tagged. Repeat the game 
with the one who is tagged first becoming “‘it.”” If no 
one is tagged, the first player is ‘‘it’’ again. 


DRAGON'S TAIL 


Arrange all players in a single line with their hands 
on the waist of the player in front. On signal, the first 
player (the “head” of the dragon) attempts to tag the 
last (the “tail” of the dragon). If the tag is made, select 
new players to be the head and tail. The idea is for the 
front half of the line to help the head and the back half 
of the line to help the tail. 


FENCE TAG 


In this game of tag certain boundaries are agreed 
upon which Cub Scouts may not leave. Anyone who is 
out of bounds is at once declared to be “‘it’” by the pur- 
suer. Otherwise, the game is like ordinary tag. Any 
player who is tagged by the chaser becomes “‘it.” 


GIVEAWAY TAG 


Select one Cub Scout to be “‘it.’’ Have the others scat- 
ter within a limited area. Give an object to one of the 
players such as a ball, rolled newspaper, or hat. The 
object of the game is for “‘it’’ to tag the player who is 
holding the object. The player tagged becomes “‘it.”” The 
player with the object may run with it or throw it to 
another player. 


"HINDOO" TAG 


Scatter the players over a limited playing area. Choose 
one to be “‘it.’” He tries to tag another player. But the 
players are safe when in the ‘‘Hindoo”’ position—on 
their knees with their forehead resting on their hands 
on the floor. 


HORSE TAG 


One player is “‘it’’ and tries to tag someone. But when 
one player is on the back of another with both feet off 
the floor, both are “immune.” A runner may not mount 
the same “‘horse’’ twice in succession. 


HOT POTATO TAG 


Play this with a ball or a potato. Have the players form 
a circle with one in the center. The potato (or ball) is 
passed or thrown across the circle. When the player in 
the circle is able to tag the one who has the potato, the 
tagged player must then be “‘it.” 


SPOT TAG 


One Cub is the chaser, another is the runner; each of 
the others stands in small circles marked on the ground. 
The runner may step into any circle with either or both 
feet, and the occupant of the circle becomes the runner. 
Variation: The game may be played without using cir- 
cles, each inactive player merely standing in place. When 
he is touched by the runner, he then is subject to be 
tagged. 


PARTNER TAG 


Have couples or partners join hands and chase other 
couples or partners. 


SQUAT TAG 


One player is “it.” He tries to tag anyone who is 
standing up. No one may be tagged while in the squat 
position. If a player is tagged, he becomes “‘it.”” 
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RABBIT'S NEST 


Form groups of threes (two join hands, the third 
stands inside the “‘nest’’). Appoint two to be “it.” One 
chases, the other runs. When the runner goes into a nest, 
the person occupying the nest must leave or be tagged. If 
the chaser catches the runner he becomes the runner and 
the person tagged becomes the chaser. 


RATTLE TAG 


Form a circle. Select a Cub Scout to be “‘it’’ and blind- 
fold him. Choose a second boy to hold a rattle. Place both 
inside the circle. The object of the game is for the one 
who is blindfolded to tag the one who has the rattle. The 
boy with the rattle must keep it rattling at all times as he 
moves inside the circle. When the tag is made, select two 
others to play the game. 


SKIPPING TAG 


Choose two players—one to be the runner, the other 
the chaser. They must both skip at all times. If the run- 
ner is tagged, he becomes “‘it’” and the former tagger 
selects a new runner. 


JAPANESE TAG 


The one who has been tagged must place his right 
hand on the spot where he has been touched, whether 
it is on his arm, chest, back, or ankle, and in this position, 
he must chase the other players until he has tagged one 
of them. 


NOSE-AND-TOES TAG 


This game is played as a simple tag game, except that 
the runner may escape being tagged by grasping his nose 
with one hand and his foot with the other hand. A player 
who is tagged becomes “‘it,”” and the game is continued. 


WESTERN HOSPITALITY 


Every boy knows that the West is noted for its hos- 
pitality. Here is a tag game in which boys can practice 
being hospitable. One of the boys is chosen to be the 
“stranger’’ and the rest of the players form a circle. The 
stranger then runs around the outside of the circle, tags 
one of the other players, and continues on his way. The 
player who is tagged starts around the circle in the oppo- 
site direction. Each runner is trying to reach the vacant 
place in the circle, but when the boys meet they must 
stop, shake hands, and say, “howdy stranger!’ before 
continuing on their way. The first player to get back re- 
mains in the circle, while the one left outside becomes the 
next stranger. 


Tricks and Puzzles 


w= 


TANGRAM PUZZLE 


This puzzle is over 3,000 years old. Using all seven 
pieces make a square, rectangle, triangle, the shapes 
shown, and 100 other figures. 


tad 


FIGURE 4 PUZZLE 


Draw a figure 4 on cardboard or plywood and cut out 
as shown. Sand and paint. Mix up the pieces and see 
who can be the first to put them together. Or make two 

ies P 8 T PUZZLE 
or more king-size puzzles and have a contest between 
dens at the pack meeting. Cut this puzzle from cardboard or plywood. 
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CONNECT THE DOTS 
Connect these nine dots with four straight lines with- 


NUMBERED SPACES out removing your pencil from the paper. 


; Solution: Start with upper right dot and follow the 
In the eight spaces, place the numbers 1 through 8 


. ; arrows, 
without a consecutive number being next to another in 
any direction. 
Clue: Try numbers 7-1-8-2 across in the center squares. 
‘ | THINK 


oOo Think of a number between 1 and 5. Multiply it by 


2, add 10, divide by 2, subtract your number, and the 
answer is 5. 


= 
BRUSH IT OFF! 


This looks easy but it can’t be done. Make a wager 
with someone that he can’t brush a coin out of your hand. 
Place the coin, as shown, and tell him that he must 
brush, using ordinary brushing stroke, not using the back 
of the brush. 


WATER UNDER A HAT 


Place a glass of water on a table and cover it with a 
hat. Then tell your audience that you will drink the water 
without removing the hat. Then get under the table and 
pretend you are drinking the water. After this invite a 
skeptic to remove the hat to see if the water is gone. As 
soon as the hat is removed, drink the water and remark 
that you dd drink the water without moving the hat. 
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GREEK CROSS PUZZLE 


Cut out four each of parts one and two, Assemble 
them to form a Greek cross. 


MAKE 
FOUR 
OF 
EACH 


T-SQUARE PUZZLE 


Cut a cardboard T into pieces as shown, shuffle them, 
then form them into a square. 
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TRICKY TUMBLERS 


Arrange three glasses or tin cans as shown. 


Puzzle: In three moves, moving two glasses at a time, 
rearrange glasses so that all of them are upside down. 
Solution: (1) Turn glasses Nos. 2 and 3. (2) Turn 
glasses Nos. 1 and 3. (3) Turn glasses Nos. 2 and 
3. The three glasses are now all standing on their rims. 
Memorize the moves. 


LETTER F PUZZLE 


This makes a tricky puzzle. Layout, as shown, on 
cardboard or wood. 
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TRIANGLE PUZZLE 


An unusual puzzle good for a preopener. 


DRAW AN ENVELOPE 


Show any one a picture of an envelope (without the 
arrows drawn in). Ask him to draw it without taking his 
pencil from the paper or crossing a line. 

Solution: Follow the arrows. 


HEART PUZZLE 


Make a heart-shaped board, 34 in. high and 314 
in. wide. Bore six holes, as shown. Lace a 30-in. piece 
of string to the heart in this manner: Fold the string 
in the center and thread the loop, from the back, 
through the upper left hole and hold it in place with 
your thumb while you thread the two free ends through 
the upper right hole; then across the front and through 
the loop and the upper center hole; then thread the two 
free ends from the back through the lower right hole; 
then across the front to the lower left hole; and then 
from the back through the lower center hole. On the free 
ends, tie a washer too large to slip through the holes. 
Allow about 6 in. of free string below the lower center 
hole. 

Puzzle: Remove the string from the heart without untying 
the washer. 

Solution: Draw in all the free string from the washer 
end, up to the loop end at the upper center hole. Now 
thread the loop back through the center top hole to the 
lower right hole, lower left, and lower center holes. 
Don’t twist the string. Then slip the washer through the 
loop, thread the loop back again through the hole, and 
it will come off. 


FLOAT A NEEDLE 


You can float a needle in a glass of water if you first 
put a piece of tissue paper on top of the water and care- 
fully lay the needle on it. The paper will sink and leave 
the needle floating. 
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DOUBLE COIN BALANCE 


Ask anyone to balance two coins on the rim of a glass 
of water at the same time with the same hand as in Fic. 1. 
It seems impossible, but here's how to do it. Stand the 
coins against the side of the glass, as in Fic. 2. Next, 
push them up the side with your thumb and forefinger, 
as shown in Fic. 3. Finally work the coins over the edge 
and they will balance, as in Fic. 1. 


STRONG PAPER 


Ask if anyone has seen the new strong paper that will 
support a glass. Show an ordinary piece of paper and lay 
it as a bridge between two glasses. Naturally it won’t 
support a glass. In order to do it you simply pleat the 
paper. For best results, make pleats about 14-in. wide. 


FLYING COIN 


Take a coin in each hand and stretch out your arms as 
far as possible. Tell everyone that you will make both 
coins pass into one hand without throwing the coin or 
bringing your arms together. Do it by placing one coin 
on the table and then turning your body around until the 
hand with the other coin comes to where it lies. You 
can easily pick up the coin, and both will be in one hand 
while your arms are still wide apart. 


THE LONG NEWSPAPER a 
Tell the group that you can put a newspaper on the 
floor so that two people can stand on it, and yet be un- oe fe 


able to touch each other. This is done by placing the 
paper in a doorway, half inside and half outside of the 


room, and then closing the door over it. —eyt Ce 


THE MAGIC DIME 


Study Fic. 1 carefully. Now break a wooden match 
half way through, being careful not to break it entirely. 
Lay it on a milk bottle and put a dime on top of it. Ask FIG. 3 
someone if he can make the dime fall into the bottle with- 


out touching the coin, match, or bottle. To do it, let a MATCH SWITCH 


drop or two of water fall on the broken end of the match. Hold a pair of matches between the thumb and fore- 
finger of each hand, as shown in Fic. 1. The stunt is to 
transfer them to the tips of the thumb and forefinger of 
the opposite hand (Fic, 2). To do this, bring the hands 
together with the palms facing, one thumb up and one 
thumb down. By bending the thumb and forefinger, the 
ends of the matches can be reached and the two matches 
transferred (Fic. 3). 


oi 


HOW TO MAKE A MATCH PASS 
THROUGH A SAFETY PIN 


Take a large match, remove the head and push the 
point of a large safety pin through its center so that the 
match will be fastened on the pin. Then, while holding cS 
the pin in one hand, flip the end of the match with the 
middle finger of the other hand, and it will appear to LIFT A BOTTLE 
make a complete turn and pass through the other half You can lift a heavy bottle with a soda straw if you 
of the pin. It happens so quickly that it deceives the eye. bend the straw, as shown. 
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PUZZLE PEGBOARD 


Place golf tees or pegs in each hole except the center 
one. 
Puzzle: Jump one peg at a time and remove the pegs, 
leaving the last one in the exact center of the board. 
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TEN-PIECE-SQUARE PUZZLE 


Cut a 4-in. piece of wood. Lay out as shown. Measure 
point Z, which is half the distance between 2 and 3. 
Cut out all parts, shuffle, and put back in the shape of a 
square, 


TWO WASHERS PUZZLE 


¢ Cut strip of 34-in. wood 3/4 in. long and VY, in. wide. 

e Drill 14-in. hole in center of the strip and a small 
hole Y4 inch from each end. 

¢ Cut a piece of string 9 in. long and loop it through 
center hole. 

e Hang two washers on the string, as shown. 

* Insert string through the end holes and knot in place. 


Puzzle: Move the two washers so they are hanging from 
same loop. Do not untie string, break the stick, or pull 
the knots through the holes. 

Solution: Slide the left washer up the string and through 
the loop. Loosen the string slightly and pull the 
loop through the center hole. The left washer is now 
in a position to slide to the right along the string to the 
other loop. Move it over and pull the loop back to its 
original position. Slide the washer around the loop and 
down. 
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CARPENTER'S PUZZLE 


A carpenter was given a board, 3 ft. wide and 8 ft. 
long, and was told to mend a hole in a floor measuring 
2 ft. wide and 12 ft. long. How did he do it? First he 
found the center of the 8-ft. board. Then, after measur- 
ing a foot, on either side of the board he drew a cutting 
line, as shown. 


SLIDING BLOCK PUZZLE 


¢ Make box, inside measurements 35-in. square. 

e Make all blocks 3% in. thick. 

e Make four blocks 7£-in. square. 

e Make three blocks 134 x 7% in. 

e Make one block 134 in. 

¢ Sandpaper all pieces and stain. 

Puzzle: Slide the blocks and move the largest one to 
the diagonally opposite corner and back. 


HOLIDAY JIGSAW 


Cut up several old Christmas cards into jigsaw pieces. 
Divide the den into two-boy teams. Give each team a 
jigsaw card in an envelope. The first team to assemble 
the card correctly wins. Then let the teams exchange the 
cards and try again. 


IMMOVABLE 


Have a friend stand with his right side close to a wall 
that has no ledges or handles on which to hold. His right 
foot must be parallel to and touching the wall, while his 
left foot is at a natural standing distance from the right. 
Tell him that you are going to hypnotize his left knee 
and that he will find impossible what seems to be an 
easy thing to do. Stand a short distance away and go 
through various mysterious motions with your hands, 
making circles in front of his left foot, and then an- 
nounce that now he cannot lift his left foot slowly from 
the ground and keep it up. He will find it impossible to 
do so, for to balance properly on the right foot he has 
to lean over to the right, and the wall prevents him from 
doing this. 


THE MAGIC SEED 


Drop a grape seed into a glass of water. It drops to 
the bottom. At your command, the seed will now rise 
to the top of the glass and then sink to the bottom, This 
is a brain teaser. What the audience doesn’t know is that 
you use seltzer water and not ordinary water. The gas 
in the seltzer clings to the seed and causes it to rise to the 
top. The gas then frees itself, and the seed sinks. This 
will go on as long as gas is still in the seltzer. All you do 
is to time it, and when you see it starting to come up, 
order it to rise. Time it at the top, and then tell it to sink. 


MAKE A HAIRPIN WALK 


Suggest that it is possible for a hairpin to walk and 
then show your audience how. Place a hairpin on a knife 
without letting your fingers touch the table. The vibra- 
tions of your hand will make the hairpin dance gaily 
along the knife. 


MY HOME STATE 
Play a jigsaw puzzle game with a United States map. 


THE NIMBLE DIME 


Place a dime under a glass. Scratch on the table cloth 
just outside the glass, and the dime will come to you. 
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NO CENTS 


Put a penny in each hand. Show only one of them. 
Pretend to take the penny you show into your other 
hand. Then close both hands and ask your “‘victim’’ to 
guess which hand the penny is in. Whichever he guesses, 
open the other hand, showing the penny. Always keep 
the other hand closed, of course, because it holds the 
secret second penny. Repeat only two or three times, or 
they may guess how you do it. 


NUMBER PUZZLE 


Materials needed: Softwood, approximately 3 in. 

thick and 35-in. square. Softwood strips, 14 in. wide 
and approximately 34 in. thick; saw; ruler; pencil; brads; 
show-card paint; and white shellac. 
Method: (1) Make box the same size as the box for 
sliding block puzzle. (2) Make fifteen blocks, 3% in. 
thick and 7-in. square. (3) Sandpaper the blocks and 
number them 1 to 15 (use show-card paint). (4) Shellac 
each block and the box. 


Problem: Slide the numbers around and try to arrange 
them in the proper numerical order, then in reverse order, 
then group all the even numbers, and finally try group- 
ing all the odd numbers. 


NUTTY PUZZLE 


Announce that you can produce something that no one 
has ever seen before and that, once you've shown it, no 
one will ever see again. To prove it, crack a peanut and 
say: “Nobody has ever seen this kernel before and, in 
two seconds, nobody will ever see it again.” And then 
eat it. 


PAPER ROPE 


Twist a paper napkin into a rope and dare everyone 
to tear it apart. They can’t. Yet you have no trouble at all. 
Merely wet your fingers. When you tear the paper rope, 
touch the center with the water on your fingers, and the 
paper will tear easily. 


PINHOLE ILLUSION 


Take two visiting cards and punch small holes in one 
with the point of a pin. These holes should be close to- 
gether, as they must not cover an area greater than the 
pupil of the eye. In the other card, punch a single hole, 
as shown. Hold the card with three holes as close to your 
eye as possible and hold the other card about 2 or 3 
in. in front of the first. On looking at a light it will 
appear as if the far card has three holes in it also. 


ODDS MAKE EVENS AND VICE VERSA 


Have any one hold any number of coins and tell him, 
“T’ll add my coins to yours and, if you have an odd num- 
ber, mine with yours will make an even total. But, if you 
have an even number, mine with yours will make an odd 
number.” You are always right. All you need is an odd 
number of coins, and the trick works itself. 


ONE OR TWO 


Cross your fingers, as shown, and place them on a 
marble. Then roll the marble under your fingers for a 
few seconds. Now close your eyes and repeat this action. 
Believe it or not, you will feel two marbles. 


ONE WASHER PUZZLE 


Materials needed: Cigar-box wood or three-ply wood, 
string, button or 3/4-in. metal washer, coping saw, jack- 
knife, 14-in. drill, and bit brace. 


Method: (1) Make a strip of wood, 4x14 in. wide. 
(2) Bore two %4-in. holes about 34 in. from each end 
of the strip of wood. (3) Cut a 24-in. piece of string 
and tie loop in the end of the string. (4) Put the loop 
through the top hole from the front and fold it back 
again onto the front. (5) Lay the free end of loop and 
string over the front of the loop and then put the free 
end of the string through the lower hole. Leave about 4 
in. of string free and then tie the washer on. 

Problem: Remove the string from the strip of wood 
without untying any knots. 

Solution: Pull all the string up through the bottom hole 
and pull the knot through the top hole. Now slip one side 
of the loop over the top of the strip and push the tip of it 
through the bottom hole from the front of the strip. Do 
not twist the loop. Now slip the washer through the 
loop and draw the loop back through the bottom hole, 
and the string will be free. 


PLATE TWIST 


Balance a plate on the palm of your right hand, held 
forward with the forearm horizontal, thumb out, and 
elbow close to the side. Keeping the plate balanced on 
your palm, move the hand inward to the left and under 
your armpit. Continue moving your hand in a counter- 
clockwise direction, allowing it to move away from your 
body and upward, until it has made two complete cir- 
cles counterclockwise and finishes in its original posi- 
tion. This can be performed with any object that is not 
too large and is effective when done with a vessel of 
water or with one object balanced on top of another. 
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REVERSE MIRROR 


Lay this sheet flat on a table, prop up a mirror in front 
of it, place your pencil on starting point, and trace be- 
tween the lines by looking in the mirror. Have someone 
else hold another piece of paper about 8 in. above this 
one, so that the tracer can only see his progress in the 
mirror. It’s a good trick if you can do it. 


THE SHRINKING CUB 


Tell the group, ‘I can put myself through a keyhole.” 
And then do it by writing the word ‘‘myself’’ on a small 
piece of paper and pushing it through a keyhole. 


STRONG-MAN FEAT 


Give a long stick such as a broom handle to one of 
three players and tell him to hold the stick vertically near 
the top. Draw a circle 14 in. in diameter on the floor 
(or make a circle out of rope). Then instruct the one 
who has the stick to hold it directly over the circle and 
about 6 in. from the floor. Get down on your knees 
and place one palm against the lower end of the stick. 
Then tell your friends that, no matter how hard they try 
to push the stick so that its end will rest within the circle, 
they will be unable to do it because you possess amazing 
strength that will prevent it. You accomplish this merely 
by pushing your palm against the lower end of stick. 


TELLING COLORS 


Pass out any number of different-colored crayons to 
the group. While your back is turned, they select any one 
color and drop the chosen crayon in your hand, behind 
your back. They hide the other crayons. Without taking 
your hand from behind you, read their minds and tell 
them the selected color. Hold the crayon in your left 
hand, With the forefinger nail of your right hand scrape 
off a little of the crayon. Bring your right hand around 
and put it to your forehead pretending to concentrate. 
You see the color on your nail and call it out. 


BLACK MAGIC 


Your accomplice boasts that he can leave the room 
and upon returning name any object that the players 
have selected in his absence. When the accomplice is 
out, the players select an object and the accomplice is 
recalled. You name one article after another, saying, “Is 
it —______?”’ He finally names the selected article 
and the accomplice says ‘‘Yes, that is it.” The correct 
article is the one that you called immediately after you 
named a black article. 


WHAT AM 1? 


My substance is what you get from a well. I contain 
lots of what you season your food with. When the wind 
blows, I have on my surface what women have in their 
hair. I am the biggest one of my kind. What am I? 
Answer: Pacific Ocean. 

Now have all make up a “What Am I?” Give each 
Cub Scout a chance to try his luck with one. 


BLOW HARD 


Place three small bits of paper on the back of your 
hand. Let anyone select one of the pieces. Claim that 
you can control your breath so as to only blow away the 
one chosen. This seems impossible. But there is a catch 
to it. Place two fingers on two bits of paper and blow 
the chosen one away. 


CANDLE BLOW 


Blow a candle flame toward you. How? By holding a 
card between yourself and the candle and blowing 
against the card. The flame will be drawn toward the 
card and you. 


THE DISAPPEARING KNOT 


Tie a piece of string about 18 in. long so that there 
is a loose, open, overhand knot in the center. Now tie 
the ends so that the string makes a loop. There should be 
several knots here, and you can explain that this is to 
make the trick harder to do. These knots may now be 
examined, and you tell your friends that you are going 


to remove the loose overhand knot without untying all 
the other knots. Place the string behind your back and 
in an instant produce it again showing that the overhand 
knot has disappeared from the loop. All you have to do 
is to open the overhand out wide. It will run up and join 
all the other knots hiding the loop. This is why you have 
several knots. 


CAN'T BE DONE 


This one looks easy, but it can’t be done. Place both 
heels against the wall and then try to pick something up 
from the floor. 


CARD SNAP 


Balance a small card such as a calling card on the top 
of one finger and place a coin on top of the card. The 
trick is to snap the card with the middle finger of the 
other hand so that it flies away and leaves the coin bal- 
anced on your finger. 


DEEP IMPRESSION 


This is catchy. Tell someone that you can bite harder 
than he can. Have him bite into a paper napkin as hard 
as he can. After he has done this, take the paper and 
look at the teeth marks thoughtfully. Finally, smile and 
say ‘Boy, you really ‘bit’ on that one.” 


DIME ON NOSE 


Have a player lie flat on his back with a dime on the 
point of his nose and try to dislodge it by wiggling his 
nose. 


Water Games 


CANDLE RACE 


The Cub Scouts race across the shallow end of a swim- 
ming area to the edge of the pool or to a section of the 
dock. There each contestant is provided with a candle 
and matches. The first boy to return with a lighted candle 
wins the race. 


CORK RETRIEVE 


Assign a small area of the pool side to each player. 
Scatter a dozen or more small corks or blocks of wood on 
the water close to the far side of the pool. On signal, 
each player dives into the pool and brings back corks, 
one at a time, and places them in his assigned area. The 
player who retrieves the most corks wins. 


DOG RACE 


Racers line up, bark three times like a dog, and swim 
with a dog-paddle stroke to the finish. 


FROG IN THE SEA 


This is a good pack game that can be played in a yard 
or in shallow water. Players form a circle around five 
‘frogs’ who sit with their feet crossed. The players in 
the circle skip (if on land) or walk (if in water) close 
to the frogs and try to tap them on the head as they 
repeat the words: ‘Frog in the sea, can’t catch me.” The 
frogs try to tag the players without rising or uncrossing 
their feet. If a player is tagged, he changes places with 
the frog. 


SIMON IN THE WATER 


When leader prefaces a command by saying “Simon 
says,” each player must follow instructions immediately. 
If he gives a command without saying “Simon says,” no 
player may move. Commands may deal with any stunt 
in the water such as swimming, floating, ducking head, 
touching bottom, ducking with feet out of the water, etc. 


SAILBOAT RACES 


Have the boys build small sailboats. For a race have 
them line up 5 yds. from the bank and blow their sail- 
boats back to shore. 


TOWEL RELAY RESCUE RACE 


Divide the den into two teams. Station one boy from 
each team on the shore. Give him a bath towel. The other 
team members stand in shoulder-deep water, facing the 
shore. On signal, the Cub Scout on the shore runs into the 
water, heaves an end of the towel to first teammate, and 
pulls him to shore. The Cub Scout just rescued jumps 
back into the water and rescues the next boy. The first 
team rescued wins the race. 


TREASURE DIVE 


Divide the players into two teams. Have them line up 
on opposite sides of the pool. Toss a coin into the center 
of the pool, and have one player from each team dive at 
the same time. The one who brings up the coin scores for 
this team. Continue until all have tried. 
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TURTLE FLOAT 


The Cub Scouts pretend to be turtles. They start by 
standing in a circle in waist-deep water. On signal, the 
boys take a deep breath, grasp their ankles, and pull their 
knees against their chests. If their chins are kept on their 
chests, the boys will float with their backs out of water. 
Demonstrate this for them and allow practice until they 
learn that the body will rise and float by itself. 


WATER POLO 


Use the entire pool as the playing area. Line the teams 
up at opposite ends of the pool and have them change 
sides after each score. Toss the ball in the center of the 
pool. The players may advance it by any means while they 
and the ball remain in the pool. A score is made by plac- 
ing the ball in the goal at either end of the pool. The 
game consists of two 10-minute halves. 


WATER LOG 


Line the players up at either end of a pool or estab- 
lish goals about 60 ft. apart in open water. Have one 
player act as a “log” and float on his back midway be- 
tween the goals. The other players swim around him. 
Suddenly, the log rolls over and gives chase. The play- 
ers try to reach their goal before being tagged. Those 


) 
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tagged become logs and float in the center with the first 
log. The last one caught is the log in the next game. 


WATER POISON 


Have the players join hands in a circle around some 
floating object (poison) that is anchored. On signal, all 
try to pull the others into the “poison’’ and avoid touch- 
ing it themselves. All who touch it are out. If two players 
break their grip, both are eliminated. 


SPOON RACE 


The Cub Scouts race across the shallow end of a swim 
area carrying a Ping-pong ball on a spoon held between 
their teeth. If the ball falls off, the player must start over. 


TABLE WAITER RACE 


For this race each swimmer carries a paper plate 
containing a stone or cork on the plate when he crosses 
the finish line. If it falls off, the swimmer may replace it. 


PIRATE'S GOLD HUNT 


Gild 34-in. iron washers with gold paint. Scatter them 
over a roped-in area of water that is between knee and 
waist depth. On signal, the Cub Scouts recover as many 
gold pieces as they can in the time allowed. Be sure boys 
have to duck for most of the gold pieces. 


Additional water games can be found in Cub Scout Water Fun, No. 3220. 
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Above and below 9 
Advertisement hunt 52 
Airlift 39 

Alphabet game, An 52 
Alphabet test 62 

And grabit 64 

Animal call 9 

Animal tag 76 

Animal trainer 9 
Ankle ball race 41 
Ankle hop 58 

Ankle walk 57 
Antelope race 65 
Arch bowling 44 

Arm around leg 57 
Arm-lock wrestle 17 
Art consequences 62 
Atomic blast 23 

Auto race 9 


Back to back 76 

Back to balloon bursting 4 
Backward bend 61 
Badegg 9? 

Baggage-car relay 65 
Balance 61 

Balance and dip 57 
Balance race 65 

Balance tag 76 

Balance with closed eyes 57 
Balancing 61 
Ballonboard 44 
BalloonalaZoro 5 
Balloon basketball 3 
Balloon battle royal 3 
Balloon-batting relay 65 
Balloon blowing 4 
Balloon bursting 4 
Balloon-butting relay 3 
Balloon catch game 4 
Balloon crab ball 3 
Balloon darts 4 

Balloon float 4 

Balloon games 3 

Balloon hoop blow 4 
Balloon kangaroo jumping 3 
Balloon-kicking relay 3 
Balloon push ball 4 
Balloon race 5 

Balloon relay 3 

Balloon ring toss 5 
Balloon search 5 

Balloon steeplechase 5 
Balloon-sweeping relay 4 
Balloon volleyball 5 


Balloony 5 
Ball over 6 
Ball pass 44 


Ball throwing for distance 41 
Banana relay 68 

Barefoot marble race 68 
Barnyard din 52 
Barrel-hoop quoits 36 


INDEX 


Baseball catapult 41 

Basketball shoot 44 

Bat ball 41 

Battle ball 48 

Bawl game 75 

Bean and straw relay 65 

Beanbag baseball 44 

Beanbag games 32, 33 

Beanbag pick 62 

Beanbag relay 65 

Beanbag snatch 48 

Beanbag spaceship 28 

Bean relay 66 

Beanshooter 62 

Beans relay 75 

Bean toss 74 

Bearinthe pit 11 

Beast, bird, or fish 64 

Beater goes round, The 10 

Beaver 10 

Bee battle 10 

Bicycle ride 60 

Big blow 66 

Bingo 76 

Bird hunt 51 

Black magic 88 

Blind bell 6 

Blindfold games 6 

Blind line tag 6 

Blindman's buff, A 6 

Blindman’s farm 6 

Blind partner tag 6 

Blind tag 7 

Blind ten steps 7 

Blowball 62 

Blow! blow! blow! 6 

Blow hard 89 

Bombardment 44 

Boogieman (pom-pom pull- 
away) 76 

Bottle clothespin 62 

Bottle roll 75 

Bounce ball 74 

Boundary tag 77 

Bowling onthe green 44 

Box hockey 35 

Boys’ Life game, A 26 

Breaking sound barrier 48 

Bronco tag 77 

Broomstick twist 17 

Broomstick wrestle 18 

Brothers 10 

Brush it off! 80 

Bucket relay 66 

Bull board 29 

Bundle relay 66 

Bunting ball 45 

Button stringing 67 

Buzz-bomb balloon 5 

Buzzer games 38 

Buzz-fizz 52 


Call soccer 47 
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Candle blow 89 

Candle race 90 

Candle relay 66 

Cane snatch 59 
Can'tbedone 89 
Canthecan 27 
Cardboard cartons 28 
Card snap 89 

Card toss 62 
Carpenter's puzzle 86 
Casting relay fordads 66 
Cast off 37 

Cat and mouse 10 
Cat-and-mouse beanbag 34 
Catch and bob 45 
Catch the balloon 5 
Catch the broom handle 10 
Catch, throw, and sit 45 
Caterpillar race 66 
Cat's-tail 39 

Cavemen vs. dinosaurs 10 
Celebrities 52 

Center catch 46 
Centipede 66 

Chain dodge ball 45 
Chain soccer 47 

Chain tag 77 

Change cars 62 

Chariot race 66 
Cheesebox marbles 63 
Chewing-gum contest 17 
Chinese getup 57 
Chocolate-bar game 63 
Choo-choo train relay 66 
Christmas candy hunt 53 
Circle games 9 

Circle hop fight 18 
Circle pass game 46 
Circle race 67 

Circle stride ball 10 
Circle tag 77 

Circle treat 11 

Clock golf 47 
Clothespin relay 67 
Club snatch 49 

Cock fight 18 

Cock stride 7 

Connect the dots 80 
Cootie game 63 

Cork retrieve 90 

Corner dodge ball 45 
Country-store gossip 67 
Cover the chair 11 
Cowboy relay 67 

Crab relay 67 

Crab walk 60 

Crazy artist 63 
Crazybone 53 

Cricket baseball 41 
Croquet golf 47 
Crossing the chasm 58 
Crossing the river 46 
Crosstag 77 


Crow ball 29 

Crown the king 11 

Crows and cranes 39 

Cub Scout discus throw 67 
Cub Scoutrelay 67 

Cub Scout uniform game 56 
Cutthe cane 58 


Dart golf 26 

Deadly circle 10 

Deep bow 57 

Deep impression 89 
Denroomtag 77 
Dimeonnose 89 
Disappearing knot, The 89 
Discovering America 14 
Discus throw 49 

Discus throwers 75 
Dizzy 57 

Dizzy Izzy 68 

Dodge ball 11 


Dog fight 18 
Dog race 90 
Dog roll 29 


Donkey’s tail 7 

Double coin balance 83 
Dragon's tail 77 

Draw an envelope 82 
Drive the pig to market 67 
Dual combatives 17 

Duck onthe rock 21 

Ducks onthe pond 34 
Dutch-shoe relay 68 


Eat the fish tail 39 
Electric squeeze 62 
Empty pockets 53 
Endless chain relay 68 
Endurance race 75 
Engonyama 11 

Evade ball 49 
Explaining the game 2 
Eyes-shut drawings 63 


Falling stars 40 
Fan game 63 
Fast-moving ghost 
train, The 49 
Feather contest 18 
Feather ona yardstick 68 
Fence tag 77 
Figure 4 puzzle 79 
Filling Santa’s pack 5 
Fillthe gap 11 
Finding words 53 
Find the leader 11 
Finger bend 17 
Finger fun 37 
Firemen pack meeting 
game 49 
Fish and net 12 
Fishpond games 31 
Fitness circle game 58 
Five dots 63 
Floata needle 83 
Flying coin 83 


Folding-chair race 68 

Following directions 53 

Follow the leader 40 

Foot-and-nose relay 68 

Footrace 74 

Forehead ball race 46 

Fox and chickens 49 

Frankfurter- or apple-eating 
contest 18 

Frog handstand 58 

Frog hop 58 

Froginthesea 90 

Frog race 68 


Fun and observation games 52 


Funnel ball 46 


Game roosters 17 

Games leadership 2 

Games to makeand play 19 
Gardening 49 

Get there first 48 

Giveaway tag 78 

Gobblers 63 

Golf approach 46 

Good morning, Mr. Jones 7 
Goofy ball 46 


Gossip 12 
Grab bag 12 
Grab-it 5 


Grand central station 48 
Grand champions 17 
Grand mogul, The 12 
Greek cross puzzle 81 
Green light, red light 53 
Greet the toe 58 
Guessing blindman, The 6 
Guessing the spot 53 
Guess who 12 

Guess who the leaderis 53 
Gum ball 42 

Gum-glove relay 69 


Ha, ha, ha 12 

Hammer throw 75 

Hand push 17 

Hand wrestle 58 

Hangman 64 

Hat game 54 

Hats away 12 

Heart puzzle 83 

Hee-haw relay 69 

Heel click 61 

Help your neighbor 69 

He’s thinking 64 

He who can't do this, 
can’t do much 54 

Hidden object, The 54 

Hiding, chasing, hunting 39 

Hill dill 48 

‘‘Hindoo”’ tag 78 

Hit the chuck pot 27 

Hit the whistler 7 

Hobble race 75 

Hobo bowling 25 

Holiday jigsaw 87 

Hook on 59 
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Hoop race 69 

Hoop stop 74 

Hop andturn 59 
Hopping—cross feet 59 
Hopping race 68 
Hoptoad 13 

Horse tag 78 

Hot chestnuts 54 

Hot potato 78 

Hot potato tag 13 

How to make a match pass 


througha safety pin 84 


Human-hurdle relay 69 
Human rocker 59 
Hunt and trade 64 
Hunter and bear 8 
Hunter, gun, rabbit 51 


If you are the leader of a 
pow wow section 1 

Immovable 87 

Indian club guard 13 

Indian hand wrestle 59 

Indian leg wrestle 17 

Indian shinny 59 

Indoor ski race 64 

Indoor track meet 74 

Informal ball games 41 

Injun Tom 50 

In the pond 12 

I spy Santa 53 


Jack Sprat 13 

Japanese tag 78 
Jumping circle 13 
Jump the stick 71 


Keep away poke 13 
Kick ball 42 

Kick, hide, and seek 40 
Kick pin baseball 42 
Kim's game 54 


Knee dip 59 
Knee jump 59 
Kneel 59 


Knight hop tandem race 72 


Knock-kneed relay 4 
Know your animals 51 


Ladder ball 47 
Lame goose 13 
Lastmanout 72 
Leapfrog relay 72 
Leg tunnel relay 72 
Letter F puzzle 82 
Lickety split 50 
Lifta bottle 84 
Lightweight race 74 
Line games 48 

Line up ball 43 


Link pass 50 
Log cabin on a pop bottle 
Long ball 43 


Long glum 75 
Long newspaper, The 84 
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Magic dime, T 


he 


Magic seed, The 


Make a hairpin walk 


Marble relay 
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Marble roll 22 


Marble toss 
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Marble shooting 64 
Marshmallow relay 50 
Match it or know it 


Match switch 
Measuring wo 
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Moose toss 23 
Mother's pie-plate contest 
75 


Moving target 
Mr. Wiggly 
Musical hunt 


27 
64 


My home state 8 


My little bear 


13 


51 


61 
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Mystifying reader, The 


Name and tell 


Nature games 


Nimble dime, 


14 


51 
Nature scavenger hunt 
Newspaper softball 43 


The 


No cents 87 
No hands 60 
Nose-and-toes tag 78 


Novelty walk 
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Numbered spaces 


Number puzzl 
Nutty puzzle 


Observation 
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Observation game, An 
75 
Odds make evens and 


Obstacle race 


vice versa 
O'Grady says 
1-foot square 
100-yd. dash 
Oneo'cat 4 
One or two 
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One washer puzzle 88 
Orange relay 72 


Outer space 
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Outlines or wiggles 63 
Over and under 


Oyster walk 
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Pail race 72 
Paper-bag relay 72 


Paper-plate balance relay 73 


Paper race 73 


Paper rope 
Paper tag 8 
Park your car 
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Partner tag 78 
Passandtouch 51 
Pass-change-hit 


Pass the bag 
Pass the lifesa 
Paul Revere 
Peanut race 
Peanut toss 
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31 
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Pepper grinder 60 
Philosophy of games, 

The Cub Scouting 1 
Physical fitness activities 57 
Picking upa matchbox 60 
Pickup 73 
Pie-eating contest 18 
Pilotrelay 73 
Pinhole illusion 87 
Pioneers and Indians 40 
Pirates’ gold hunt 91 
Plate twist 88 
Pleased or displeased 14 


Plumb ball 74 
Pole stunt 60 
Polo pan 74 


Poor pussy 7 

Pow wow section 1 
Predicaments and remedies 55 
Preparing tolead games 2 
Pull-up 60 

Punch baseball 43 

Puppet race 7 

Putting game 22 

Puzzle pegboard 85 


Quick lineup 56 
Quiet den games 62 
Quiz game 54 


Rabbit's nest 78 

Raft race 50 
Railroading 55 
Rattlesnake tag 8 
Rattle tag 78 

Reading temples 56 
Red light 40 

Relays andraces 65 
Reverse mirror 88 
Rising sun 59 

Rocker board game 22 
Roll ball 47 

Rooster fight 60 
Running high whistle 74 


Sackrace 69 

Sailboat races 90 
Scrambled words 56 
Seed-planting relay, A 69 
Seal walk 61 
Sharpshooters 75 
Sharpshooting with marbles 64 
Shooting gallery 23 
Shot-put throw 69 
Shrinking Cub, The 88 
Shuttle relay race 69 
Simon in the water 90 
Simon says 56 

Sit and touch - 60 

16-lb, put 75 

Skiddles 47 

Skin the snake 60 
Skipping tag 78 

Sliding block puzzle 86 
Slipper slap 15 
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Slipper throw 75 

Smile 50 

Snatching the cap 40 
Soakout 43 

Soccer bowling 47 
Sorry you missed 14 
Space flight 14 
Spinning onastick 18 
Spinthe plate 14 
Spoke 15 

Sponge shot-put 75 
Spoonrace 91 
Spottag 78 

Squat jump, The 61 
Squattag 78 

Squirrel game 15 
Squirrel inthe trees 15 
Stagecoach upset 15 
Standing broad grin 75 
Steady boy 60 
Steeplechase 70 

Stick balancing 60 
Stick ball 47 

Stick twist 61 

Stick wrestle 61 

Stop meifl’m wrong 56 
Stork stand 60 

Stork tag 15 

Strength contest 18 
Strength of abdominals 60 
Strength ofarms 60 
String-winding relay 70 
Strong-man feat 88 
Strong paper 83 

Swat ball 43 
Swatthebear 8 
Swatthe knight 71 
Swatthe mosquito 8 
Swimming relay 75 


Table waiter race 91 

Tag games 76 

Tails 40 

Tall cane grove 29 
Tangram puzzle 79 
Teeter-board jousting 21 
Telling colors 88 
Ten-piece-square puzzle 85 


Ten-points square 70 > 
Think 80 Z 


Think fast 56 ie 
Third slap andrun 48 7 
30-in. dash 74 
Thread the needle 61 
Three-legged race for dads 
andsons 70 
Throwing and catching 61 
Tin-can bowling 45 
Tin-can stilt relay 70 
Tire obstacle race 61 
Tire obstacle relay 61 
Tire-rolling relay 70 
Tom Thumb gotsick 15 
Touch 48 
Touch and return 15 
Towel relay rescuerace 90 


ee 


Toys for sale 16 

T puzzle 79 

Tractor 18 

Transfer relay race 70 
Travel treasure-hunt game 56 
Treasure dive 90 
Triangle puzzle 82 
Tribe of the blind 8 
Tricks and puzzles 79 
Tricky tumblers 82 
Trim the tree 70 

Trip to the moon, A 37 
T-square puzzle 81 
Tug of war 61 

Tunnel relay 70 

Turtle float 91 


Turtle race 24 


20-ft.dash 75 

20-yd. dash 74 

Twist stick 17 

Two washers puzzle 85 


Variety-passing race 70 


Waiter 71 

Wakeup! 16 

Walk the plank 8 

Wash onthe line 71 
Water-drinking relay 71 
Water games 90 
Waterlog 91 

Water poison 91 

Water polo 91 
Waterunderahat 80 


Western hospitality 78 
Whataml? 89 
What animalam|? 16 
Whack 8 
What?, A 16 
Whatdya callit 19 
What's gone? 54 
What's in the bag? 52 
Whistle, whistle 8 
Whoaml? 51 
Who has gone from 

the room? 16 
Who said that? 16 
Wide stretch 75 
Wink 16 


Yankee Doodle handicap 71 


